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Hook Vil. Symbofiem 


Sigils are rampant throughout the occult world. Each sign, seal, 
sigil, symbol is a visual equation equaling a variant arcane or spiritual value. 
Each is designed to designate a specific entity, purpose, or desire. When 
we employ the use of a sigil, we are making direct contact with the end, be 
it the communication with a spirit, the evocation of a demon, the specitic 
enchantment placed upon our heart's desire, or to snuff the life's breath from 
an enemy. Everything is a symbol. Even you. Your very spiritual makeup 
could be composed in a visual sign and then exploited by anyone who 
happened to possess it and know its core essence. In this way, using sigils is 
much like avant garde design concepts. We use creative symbols to express 
something far more complex and then we exploit it in every conceivable way 
to fulfill our ends. Such is the nature of the Dark Disciple and such is the 
way of sigilcraft. 


In this grimoire, I hoped to bring to life some very quick, simple, 
and yet highly effective techniques for making sigils, and firing them off as 
well as using well known sigils in the Maergzjiran tradition. While this is 
not a typical work that | was planning on, | realized that the use of sigils 
is so common and heavily relied upon that a volume composed in this 
manner would serve a higher good by providing a “go-to” compendium of 
Maergzjiran seals along with the techniques for unleashing them. 


What you will also find in this tome is that I have broken up the 
sigils into categories that will help you to better reference what you need as 
well as to allow for quick linking of multiple, related seals. Therefore, I ask 
that you admire and exploit them as you so need for that is their purpose; to 
help direct you further along your path toward certain apotheosis. 


- Somnus Dreadwood, A.G.M., G.N. 
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Anatomy of the Sigil 


Sook One. Anatomy of the Sigil 


In this grimoire, we will break down the physical anatomy as well as 
the mystic anatomy of a sigil and then discover new ways to fire them off, 
upgrade old techniques, and redefine the use of sigils in our craft of the Spirit. 
We'll keep to tradition, but augment it with the power of Maergzjirah. 


The Goetia is probably the most well-known collection of and use 
of sigils in the occult world. Each seal is the personal calling card of its 
master; a Demon of great power and influence. Using these sigils, the 
individual is able to make a direct connection and call upon them, much like 
using a phone to call a friend. What is the make up of these sigils though? 
Typically, these signs are shown to a selected individual or individuals chosen 
well ahead of time; usually before they re ever born who will carry their name 
and their message into the world, thus increasing their power. Made up by 
choice, the entity is able to communicate almost all of their core essence 
into a sign which in itself is almost as perfect as speaking to the being in 
person. This is only one example of sigils; for a definitive entity. 


Chaos magick incorporates making sigils for nearly any purpose 
and fired off using any technique that will allow you to reach a state of 
gnosis. Gnosis is a highly realized state of being totally in the spirit. The 
Buddhists, eastern mountain-dwelling warrior priests and esoteric warrior 
monks called this no-mind. Chaos magicians have a never-ending supply of 
tools and techniques for making and unleashing the stored potential in these 
sigils. Here is the first method I learned as a child though modified to fit 
the empowered focus of a Disciple of this path. It removes the errors of 
“hopeful” statements in lieu of direct affirming declarations of the assured 
outcome. © 
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Skeleton Sigil Construction 

The skeleton sigil is the bones or physical representation of your 
will, desire, effect on the cosmos, or objective. First begin by writing down 
a statement of intent. It should be direct and to the point about what you 
want. What | first learned emphasized using the phrase, “It is my desire...” 
to precede the rest of the statement. However, | do not believe in that as it 
too closely resembles “I hope’ statements. Instead, | make the affirmative as 
it its already happened and waiting for me. Example: “I will come into vast 
wealth this month.” Next, remove all spaces, hyphens, or other grammatical 
markings and with all capital letters, make a solid word. 


“TWILLCOMEINTOVAST WEALTHTHISMONTH” 


Now remove all repeating letters so that your word statement is 
drastically reduced. Again, leave each letter on its first occurrence, but if it 
appears more, remove each other occurring letter of its type. 


“IWLCOMENTVASH" 


The above could also now become our word of power to be spoken, 
shouted, or engraved into a candle and burned for use in candle magic. Use 
it as you will. Exploit your own creation. Now, for the sigil creation. You 
may wish to draw this unbound or within a circle. Many Disciples like using 
the circle as it creates the notion that its power is contained within a vessel 
and all of its power is harnessed within, just waiting to be unleashed. Do 
what you prefer. 


What you create will require that you use every letter. It does not 
need to be exactly as you write it, or even necessarily broken down into all 
linear lines like primitive runes. You can if that best helps you, but you 
may also want to play with fonts and find a style that you feel connects your 
intent with the sigil. | have heard that its best to remove any initial notion of 
its use through sight, therefore you should arrange it so that what you have 
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looks nothing like your statement of Intent. Using the above statement, th), 
is the sigil I have created. | 
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Having the bare bones together, you may want to dress It up to 
make it look exactly like a sigil that projects Immense power and will be able 
to, once fired, manipulate the cosmos in order to aN you what you want, If 
you look at Maergzjiran sigils, you will often see hooks, swirls, wisps, bars, 
points, vajra-esque ornamentation, horns, and other elements which bring to 
life the full detail and intention of the seal. Some of this is Intentional, some 
of this is mandated from its source. Critics have in the past claimed that 
our magicks are derived from Vodoun, but that is not true. Our magicks 
are derived from Hell. The mere nature of our seals may at times appear 
to look like the seals of the Loa, or at least possess similar elements, but 
the same could be said then of the Old Ones, the Goetic Demons, and the 
myriad other sigils seen in history. Make the sigil your own and exploit it 
in a way unique to you. This will ensure a stronger connection and readies 


success for you. 


Opening the Skefetal Sigil Gate 

Having constructed a skeleton sigil is a fine moment for the Disciple. 
However, once in hand, how does it get unleashed? To that end, we utilize 
a myriad of techniques capable of delivering the desired result. Virtually 
anything can work. Some individuals prefer to draw the sigil and in some Way 
adhere it to a candle and burn it into nothingness, carve it into the candle an 
melt it, throw it into a blazing fire, through gnosis via ejaculation throug? 
oneself or another, unleashing the black fire (see The Black Scriptures), - 
death meditation (see Charnel Whispers), drawing it upon pape" ¥ u 
mixed with food and fed to an animal to be sacrificed, through achievi”g 
no-mind and as the state is being entered into you psychically release the © 
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from your mind; allowing it to burn away in your void eye. Ultimately, the 

oal is to take the sigil and destroy it. Your concentration on the outcome 
is acutely focused until the moment the sigil is destroyed at which time you 
release your focus and allow it to manipulate the planar fibers until such 
time as it manifests for you. Be creative. Use any method that feels best to 
you and just remember to maintain a strong focus up until you completely 
release it upon the sigil be destroyed. 


Opening a Demonte Seal 

Opening the gate of a skeletal sigil, which is any sigil not connected 
to a source that is an intelligent entity, is performed in a manner of simply 
destroying the sigil. However, when you have a sigil that is the personification 
of a specific entity, we take different measures to contact, summon, bind, 
evoke, and invoke otherworldly creatures. These techniques will be given at 
the beginning of each book within to follow as they directly pertain to the 
sigils of that specific book. The methods are all relatively similar, except 
with some notable alterations to create the best alignment of energies. 
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Seals of € vocation 


Hook Two: Seals of Evocation 


The evocation seals contained in this book are to be made large enough 
so that the identifying seal of a specific Demon, Spirit, Fallen Angel, Zhanith 
or other entity may be placed within. Once placed within, you then proceed to 
the evocation. This form of evocation can be augmented with other summoning 
circles, triangles, or any other ritual devices you are familiar with. Or you can 
simply use the evocation rite contained herein via the incantation beneath the 
sigil. Each seal given below is made to specialize in materializing and manifesting 
specific entities. By using the Great Charge of Valolil, we learn how to properly 
charge each seal before placing the Patron's personal sigil within, thus creating the 
perfect arena for the evocation of the chosen entity. 

It should also be noted that there are certain concrete thematics that are 
observed through the senses when using these evocation sigils. They may either 
accompany the materialization or total manifestation of the entity, or they may 
merely show themselves whereas the entity remains unseen. Below each sigil you 
will find the incantation for the firing off of each. Unleashing the sigil is an extra 
requirement mandated by the fiends beyond to seal the sigil pact. 


Che Great Char ge of Dafohil 

After drawing the sigil, before placing the entity's seal within, you shall 
recite the following as you lay your hands over it, allowing your thumbs to cross 
the left over the right: “Soh’naa korinenthae”. These two words alone possess 


the full capacity of power needed to manifest an entity with the mastery of the 
Demon, Valolil. 


An € x pfanation of Seals 
If you are familiar with the Maergzjiran Cabal, then many of the titles 


given will be already known to you. However, some do require explanation 
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as they are not so clearly defined; others are outside our usual set of common 


"go-to sources in our craft. Below is a general definition of what is called 
upon through the seals. 


Seal of Demonte Evocation 
Any demonic, infernal, devil-type entity. Most define themselves. 


Seal of Dod Spirit Evocation 


Psychic energies or mindsets, egregores, and psionic spirits. 


Seal of Fallen Angel € vocation 
Any fallen angel; most self-define; sometimes interchangeable with 
the demonic evocation sigil depending on the entity. 


Seal of Reraktian S pint € vocation 


Ghosts, undead, vampir, liches, yurei, the damned, 65 etc. 


Seal of UmBbraf Evocation 
Fiendish shadows, Zhanith, shades, dark malevolent spirits. 


Seal of Draconte € vocation 


The primordial dragons who existed before time. 


Seaf of Draefith Ufithyen € vocation 


Natives to Ithalembor’s underworld; evil dark elf-like entities. 


Seal of Ancient Evocation 
The Old Ones; Old Spirits; Faces of Nyarlathotep, 6 etc. 


Seaf of Cryptic Cyocation 


Used for virtually anything that is not defined above or is unknown to you. 
Can be used to call something in general if not called specifically. 


if 


sÊ 


Seaf of Demonie Evocation 











{ncantation 

“I open the legion gate of the Hells, thereby releasing the 
power of N. into this plane. Come now, N., rise into this place and 
share with me your wisdom and might.” 


Unfeashing the Sial 
A red or black candle is to be lit prior to the incantation 
whereby you shall pour its wax to bind, and burn them once concluded. 


Sial Chematics 


Red or black smoke emerges; phantom flares manifest. 


Seal of Vow Spirit vocation 








dncantation 

“Lopen the twilight gate to the Void. May the splendors of 
the psychic torrent fill this sacred space; illuminating all that lies in 
darkness, hidden from the sight of wisdom. N., come forth.” 


Unfeashing the Sigif 
None, though burning any incense related to psychic power, 
the astral, or divination is appropriate and appreciated. 


Ñi gif Chematies 
Violet, midnight blue, and silver flashes or mist appear. 
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Seal of Fallen Angel Evocation 


ITC 














Incantation 
“I open the Black Heavens and invite the scorned flock into 
this world. N., I call to you highest and first, chosen as my assistant 


in this urgent matter. 


Unleashing the Sigil 
Pour either three soaps of blood upon the Patron’s sigil or 
leave either snake skin or wool washed in blood under the Patron seal. 


Si ail Chematies 


Smoke is seen; smell of burning hair or flesh is sensed. 
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Seal of R eraktian Spirt Evocation 





{ncantation 

“I open the maw of the Eternal Grave, the desecrated tomb 
of the damned. N., rise from your chamber and into this ashen 
space and share with me your deathless might.” 


Unfeashin g the Si qf 
Leave blood or bones within the center of the sigil, beneath the 
Patron's seal. Bury both sigils in a graveyard on the next ful or new moon. 


Ñi at Chematics 
Smell of decaying flesh, formaldehyde, and ghostly phantoms 


can be sensed; vague whispers heard beside you. 
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Seal of LU mbral € vocation 
~ 





Incantation 
“I open the shadow gate to the realm of the Zhanith. Step 


through the dark reaches and enter here, N. as through my shadow 
we shall converge for great works.” 


Unleashing the Sinf 


Burn three black candles spaced around the sigil like an inverted 
triangle facing toward you. 
S1 qf Thematics 


Shadows animate and move about; stationary objects’ shadows 
sever from the source and move; hissing voices heard. 
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Seal of Draconic Evocation 





( 


dncantation 

“| open the ancient gate to the Primordial Ones. N., I seek 
you as a guide for you were before time itself. Come now into this 
sanctuary and hear my words more clearly,” 


Unleashing the Sigil 
Make an aces of self through submission or by making a 
blood offering from your own body. 





AN Chematies 
Lig t anomalies are most common; elemental plumes and 
wind without cause is also commonly observed. 
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Seal of Draefith Uffithyru vocation 
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{ncantation 


“I open the spider's gate unto Charnaggen d’Oloth. Come 
forth, N. into this vile land and assist me in spreading pain and 
suffering through its every vein.” 


Unfeashing the Sigf 
Make a sacrifice of another living creature or make an offering 
of blood from another individual who is opposed to this craft. 


81 if” Chematies 
Feelings of being touched by spider webs, especially on the 
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face; subtle s ithering” touches felt over the body. 
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Seal of Ancient E vocation 
ri y 











{ncantation 

“I open the gates of madness into the empty spaces between 
the stars. Step down from your thrones, rising from the sea of 
darkness and teach me your forbidden powers.” 


Unfeashing the Sigif 
Both this sigil and the Patron's seal must be drawn in blood. 


%1 aif Chematies 
Sounds from bugs most common, whispers or shrieks from 
unknown origins heard, buzzing within the head, crushing feeling over 


the whole body. 


25 


Seal of Cry ptic € vocation 





= 














Incantation 
“| open the crossroads from Etheris and reach out the tendrils 


of the dark world to all places in the cosmos. N., answer this beacon 


and join me here in my dark sanctuary.” 


Unleashing the Sigil 
Use any component significant to the entity you re contacting. 


Sigif Chematics 
Varies by the type of entity being evoked. 
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Seals of Invocation 


Book Three: Seale of Jnyocation 


Invocation is the fine art of drawing within from an external source. 
Many times, going to the extreme, voluntary possession or avatar is an act 
of invocation. Ultimately, what we are doing Is drawing up a ypeclal energy 
or power needed to accomplish some particular task and therefore, we use 
our magickal formula to invoke it into ourselves for a time to make our work 
much easier. This book of the grimoire focuses on Invoking a variety of 
powers to bolster ourselves and thus manipulate anything before us as we go 
about perfecting our lives obtaining all that we desire. 


Parts of the Invocation 

Rather than utilize a Patron’s seal within a specialized sigil for calling 
them, we have full sigils for use here which deal with most everything. 
However, there is also a way to invoke an entity's power directly through the 
use of these sigils. With all others, we have the incantation or invocation 
prayer and specialized augmentations which simply help to bolster the effects 
of the invocation. Invoking from a Patron directly involves the invocation 
sigil encompassing the Patron’s seal which you would only need to draw 
within, connecting some part of it to the rings of the invocation seal. From 
that, we have the invocation prayer once again, and the augmentations, if any. 
Invocations can usually be executed much quicker than evocations. However, 
note that the duration will vary with use, though continued invocation will 
naturally lead to greater duration and a second nature feel to the energies you 
draw within. 


Anvocation Prayer 
Invoking powers relies on two main factors. The first is that of 


allowing the invocation sigil to “burn” itself into your mind’s eye, or your 
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soul and then released or “burnt out” once this prayer is orated. The second 
is the use of said invocation prayer which is composed of mortal speech and 
the dark speech; words of power in the infernal tongue. 

When the sigil is drawn, you shall allow the seal to burn in your mind 
or soul as | have instructed, thus charging it with its power and infusing it 
with its purpose. It will feel alive to your senses. Take in every aspect of this 
living sigil. When you feel ready, orate the invocation prayer: “Sohdallae 
mazhernykta aiiladoul k’rzytah. I call forth the powers from beyond the 
borders of Etheris. Into my body; strengthen me. Into my mind; awaken 
me. Into my soul; fulfill me. It is my will and my command upon the 
planes. Sanakazoreszten.” 

At this point, you will fulfill the augmentation requirements if you 
wish, though it is not necessary for a successful invocation. Burn the sigil in 
the flame of a black candle if you have one available. If not, use any other 
colored candle, but as it burns, speak, “Mizhanae. 


Invocations can be an empowering experience even if you aren t used 
to the energies you ve drawn within. However, keep in mind that as you 
invoke supernatural power from the planes beyond, you will likely begin 
to draw the attention of various spirits, mindsets, and more who will wish 
to obtain that power for themselves. Therefore, I urge every Disciple of 
mine to keep a very close record of their work and to keep up various wards 
to cloak your work in shadows, therefore rendering you invisible to such 
entities that would hunt or attempt to deceive you in order to drain you of 
the knowledge and power you ve accumulated through your invocations. 
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Definition 

Invoking this seal infuses the Disciple with heightened 
physical might, force of being, authority, and bolsters his or her 
ability to unleash other magickal forces with ease and with a bolstered 
strength to create greater results. 


Augmentation 
Place the burning sigil over a blood-coated blade. 
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Seal of Ghosts 








Definition 


The ethereal power of the ghosts of Keraktes is invoked 
into the Disciple, thus granting the ability to move through solid 
the spirit world with all senses, and directly effect 
eaching through the body and into their soul. 


matter, experience 
another’s soul by r 


Augmentation 
Bura incense made of three parts wormwood and one part 


cypress; allowing the smoke to entwine with the burning seal. 
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Seal of Parione Awareness 
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Definition 
The chakras are opened when the seal is unlocked. The third 
eye is bolstered to create the Oracle's Crown whereby the Disciple 
becomes instantly aware of all that concerns him or her; enemies and 
their works, hidden intentions, the present and the future. 


Au gmentation 
Place a shard of amethyst or quartz beneath the burning seal. 
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Seal of Bloodlust 





1 


Definition 

The seal of Mirin’s invocation. It gives a powerful infusion 
that is perfect for executing vampiric magicks, draining, and 
magickally bleeding another alive. In physical combat, this seal also 
proves a boon as it augments speed, wit, and removes remorse. 


Au gme ntation 


Anoint it with any amount of blood. You may use your own, 
from a white animal, or from an unwilling mortal individual. 


bby 
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Definition 
By unleashing the might of this seal, the Disciple places a 


mark upon their enemy. The mark is a festering wound that calls 
all matter of back luck, hungry ghosts, and demons to flock around; 
attacking to ruin the individual until their fall in their demise. 


Augmentation 

Burn incense of equal parts mandrake root, any form of 
nightshade, and white oleander. Use the ashes to write the person's name 
across the sigil before burning it. Speak your hatred while it burns. 


Seal of the Dam pir 
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Definition 


The great invocation of Alyrune. This augments the Disciple 
with the power of the vampir; invoking supernatural charisma, hypnotic 
ability, the power of feed on blood and energy, to masterfully project 
vampiric magicks, and call forth malevolent spirits. 


Augmentation 

Using your own blood, write your name over the seal and 
then write it backward beneath the seal. Draw a streak of blood 
across the sigil to complete the augmentation. 
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Seal of Aby amal Might 







-$ 


Definition 

Carnage becomes the breath exhaled from a Disciple’s lungs 
with this seal. The power to with a flash of willpower fire a wave of 
destructive power at ones enemy. With a crushing blast from the 
fist upon the burning sigil you shout your enemy s damnation. 


Au gme ntation 

Conjure saliva upon your tongue as you envision your enemy 
being destroyed. Spit it upon the seal before burning and then shout his 
or her damnation and you smash the last remnants of the smoldering sigil. 
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Seal of Anfernaf Authority 


SY 


Y 
MAS 
Definition 


By unleashing the force of this seal, the Disciple invoke the 


Black God’s mantle of Kingly authority. Demons, devils, angels, 
spirits, and indeed all otherworldly entities bow down to the Disciple 


while this seal’s aura envelopes the soul. 












Aw gmentation 
Throw a handful of brimstone powder over the seal as it burns. 
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Seal of the Wack Tongue 














Definition 

When unlocking this seal, the Disciple invokes the mouth 
of Saranvyll for one will be able to speak and understand the dark 
speech with perfect precision. Using the dark speech empowers 
one's ritual work many-fold. 


Au gmentation 
Burn atop a piece of obsidian or black granite. 


Seal of oe 
| zA 
AKA 
Pa 
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Definition 

Invoking the power of Eldraath and her Court, the Disciple 
becomes an incubus or succubus while the sigil empowers the soul. 
Granting the powers of charm, enchantment, otherworldly charisma, 
and mastery over all magicks of Szhai Laran descent. 


Au qmentation 
Anoint the sigil with sexual fluids or place a rose upon the seal 
to be consumed in fire. The rose must be dedicated to Eldraath. 


Seaf of €femental Magnetism 
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Definition 


The unlocked seal invokes the power of the wilds; the fey; and 
the geomantic authority to call upon the fey, the elementals of the 
earth, air, fire, and water. The ease to control the elements and call 
forth the intervention of those who make the elements their home. 


Ku gme ntafion 


Burn upon the earthen ground, flow the fire softly, and as 
the seal burns out, pour water over the ashes before calling upon the 


entity or entities specifically as you require. 
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Seal of Shadow g 
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Definition 

By invoking the umbral power of the Zhanith through 
unleashing this seal, the Disciple will possess the ability to conjure 
shadow spirits, understand the logic of madness, afflict shadow 
curses upon others, and move through the shadows. 


Au gmentation 
Allow the seal to burn in the shadow of a consecrated relic. 
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Seal of Cranquil ity 
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Definition 

The calming essence of Talainsan is unleashed with this 
sigil; granting a perfect soundness of mind and heart, the Spirit is 
quelled of any stress, and the physical body is able to sense absolute 
relaxation as well as clear thought. 


Au gmentation 
Unleash this sigil in a place that offers you serenity. 
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Def inition 

Of the fey who dwell in the wilds and in LOirna Isto, they 
offer many special boons to Disciples. Through this invocation, one 
will have the ability to change fate, the elements, see and speak with 
the fey, elementals, animals, and other magickal and natural entities. 


Augmentation 
Burn the seal in a dirt pit and place it over freshly picked 
mushrooms. Place a handful of clover upon the seal before burning. 
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Seal of forben Wis8om 








A 


A 










>> 
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Definition 


Unleashing this seal bestows the crown of knowledge upon 
the Disciples. The crown gives the Disciple the otherworldly 


wisdoms of all inquired planar topics as well as the ability to enter 


the Infernal Coffers through the spirit body at will. 


Au gmentation 


Open any old book of occult wisdom and burn the seal 
within. The longer the seal and the book burns together, the stronger 


the seal’s effects will become. 
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Seal of Discipleship 











Definition 


This seal’s immense power bestows the mantle of perfect 
Discipleship; mastery of his or her magicks, perfect studious 
scholarship, the ability to understand the planar tongues, as well as 
grant the power to call upon assisting spirits and demons. 


Au qmentation 
Anoint the crescent moon of this seal with your own blood 
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Seal of Ylocturne 





Dc 





Definition 

When unleashed, this seal invoke Belnara’s masterful 
knowledge of all that happen during the night, bestows the protection 
of the shadowy night, stealth, the ability to conjure servitors of 
Nocturne, and to call down the black stream. 


Augmentation 
Unleash the seal at night between midnight and three ante 
meridian. If able, do so in direct moonlight. 
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Seal of the Conjurer 








Definition 

As the Disciple unlocks this seal, he gains a powerful 
invocation of being able to masterfully summon any planar entity 
regardless of the number of entities being summoned. This also 
grants authority to easily command all that has been conjured. 


Au gmentation 
Anoint the seal with your blood and burn over sulfur. 
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Seal of Contagion 








Definition 

By unleashing this seal, the Disciple is able to invoke the 
unholy essence of Dranimarsh and his ilk, thus causing immense 
sickness, pain, and suffering upon all those he or she wishes; this 
also freely channels that power into touch, words, and will alike. 


Au gme ntation 


Burn this seal over a dead animal that died of disease or over 
a dessicated piece of rotten meat. 
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Seal of Lmmunity 





® 





Definition 

The seal unloc 
otherworldly curatives. 
supernatural sickness can be prevented, healed, 
further implants a permanent immunity to what was removed. 


ked freely flows forth the essence of 
All manner of disease, illness, and even 
and utterly destroyed; 


Auqme ntation 
Freeze the parchment first and then burn, allowing the purity of 


the frost to melt with the paper. Also ensure to write somewhere upon 
the seal that which you seek to be cured and on whom this shall heal. 
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Seal of Forked Con gues 












Definition 


The invocation of this unleashed seal is that of possessing 
the ability to speak anything and all who hear it will believe your 
words. It is important to understand that the power is gradual as it 
leaves a permanent essence upon you each time it is employed. 


Au qmentation 
Tie snake skin around the rolled or folded sigil before burning. 
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Seal of the Liar’ s Wemortes 
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Definition 


By invoking this seal, the Disciple is able to thrust out a wave 
of energy that alters the memories of your target, thus giving them a 
false perception of reality; inducing madness, making them seem as 
liars and lunatics amongst their peers. 


Au gme ntation 
Write their name in blood across the seal and speak the false 


memories you wish them to have as the sigil burns. 
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Seal of Heafing 








H 


Definition 

Invoking the angelic power of Kaziel and his ilk. the Disciple 
is filled with a powerful energy capable of reversing physical, mental- 
emotional, and spiritual afflictions. This is very powerful against 
man-made or human ailments. 


Au gmentation 

Use your own blood to write what needs healing or you can 
simply focus what it is into a drop of blood and smear it across the 
seal. 
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Seaf of the Wlecromancer 
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Definition 


This seal once unleashed invokes the power of Keraktes 
Lords and Ladies. It bestows upon the Disciple the power to 
summon spirits with ease, command the dead, throw death hexes 
through will, and become undeath while the seal is active. 


Au gmentation 

Write you name across it in your own blood and bury it 
face down over a grave of someone who died at the age of or before 
Sixteen. 
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Seaf of the Lich 








Definition 

Invoking the deathly force of the Eternal Grave, the Disciple 
bestows upon himself or herself the mantle of the undead; supernatural 
traits of the undead, power over spirits, mastery of death magicks, 
and imperviousness to mortal wounds. 


Au qmentation 
Bury face down in a graveyard and place a human skull upon 
it before covering it. For extra power, write your name in blood upon 


the skull. 
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Seal of Insanity 








Definition 
When unleashed, the Zhanith throw open the gates of their 


twisted domain, afflicting your enemy with a ravenous curse of 
insanity. This through the Disciple who shall write their name upon 
the seal in any medium chosen. 


Augmentation 
Attach a picture or other personal effect to the seal. 
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Seal of Draconic Wrs8omn 








Definition 
The seal of the Dragon Lords of the planes beyond planes; 


invokes the wisdom of the cosmos; revealing the secrets of power in 
all matters, mastery of self, the natural energies, as well as the speech 
of the Dragons. A very powerful and versatile seal. 


Au gmentation 

Write the words, “Esenexae Myrethrio Santansyrzak” around 
the seal in the ashes of a burnt offering consisting of equal parts snake 
skin, ground snake bones, agrimony, and high john the a 





Seal of Primordial Wight 
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Definition 

Invoking the immortal power of the primordial ones, the 
Disciple gathers an immense force within his or her soul which 
translates to mastery of the arcane; magick is quickened, the powers 
heightened, and the authority over energy is unmatched. 


Augmentation 
Place the seal around a candle and allow it to burn as one 
single item rather than separately. 
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Seal of Desecration 
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Definition 

A favorite among Disciples of the death arts or those who 
actively combat the light forces. Unleashed, it creates a large zone 
about one half of a mile from the seal which desecrates the land: 
making it a prime ground for performing the black arts, 


Au gmentation 
Unleash this seal on consecrated ground. 
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Seal of Carna ge 








| Definition 


With very little effort other than burning this seal, the 
Disciple quickly unleashes a barrage of powerful negative energies at 
the individuals who most have tempted fate by crossing the Disciple. 
Pain, doom, and discord befall the individual throughout the night. 


Au qmentation 
Allow yourself to flow upon the seal. This can be spit from 


a ravenous rage of screaming, blood, tears, sweat, & etc. 


by 





Seal of Abysmal Summoning 


$5 


Ss 
Y th 













[o 


Wa 
n% 














C 
@ 
y 


Definition 

A quick augmentation for those Disciples who need to call 
upon multiple forces, but have difficulty. When unleashed, this 
seal triples what you ve put forth. Consequently, it is a favorite of 
Disciples who summon Demons. 


Au gqmentation 


Burn the seal within a circle of stones where each stone has been 
anointed with your own blood, an enemy's blood, or dove’s blood. 
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Seal of the Wack Fire 
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Definition 


This unleashed seal invokes the vile wickedness of the 
Witch of the Vile Depths, Zashiara. Those who invoke this power, 
unleash the black fire, thus throwing themselves into the rage of the 
Kanahrahan. All works of black magick are heavily bolstered. 


Au gmentation 
Write your name or anoint the seal with your own blood. 
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: Summoning Famifiare Z Servitors 


Book four: Summoning familiares Z Servitorg 


For any Disciple, the necessity of having familiars, servitors, and 
attending spirits is a boon which in its myriad ways, benefits the Disciple 
many-fold. Obtaining a foundation in calling specific entities into this plane 
for a time, and Invoking supernatural powers for a limited expanse Opens us 
to attaining the knowledge and proficiency with these energies to summon 
something lesser in power for much longer, if not indefinitely. This book 
covers the latter. Having a permanent companion who is always watching, 
guiding, assisting, and helping out however possible closes the gap that too 
often rears its vicious head; solitude, onliness, and complete exile from the 
rest of our socially accepted world. 


Familiars 

In arcane lore as well as in popular culture fantasy media, we are 
exposed to the common notion that wizards and witches have small, helpful 
little extraplanar friends that sneak away into the shadows only to save their 
master s life in some plot climax. This is based on the reality that indeed, 
magickal souls often times will call upon spiritual helpers to assist them 
in their many works. For the Disciple, familiars aren't always diminutive 
creatures such as the small imps who flutter about curiously. Familiars are 
extraplanar creatures, typically lower on the pecking order, but are no less 
extraordinary. They are guides, advisors, scholars, messe 
knowledge, healers, protectors and guardians, allies, friend 
of unequal pleasure. They are familiar spirits, 

Familiars include magickally augmented ani 
birds, lizards, arachnids, or even aquatic allies, 
devils, outerlings, egregores, and the like. 
listing as the possibilities are endless, 


ngers, procurers of 
s, and companions 


mals such as dogs, cats, 


Lesser spirits, demons and 
This is by no means a concise 
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Servitors 

Usually much more powerful and possessing more authority than 
their lesser kin, Servitors are wiser, Stronger, typically larger in stature, and 
are capable of doing more extraordinary feats on behalf of the Disciple. 
Servitors are magnificent entities who often times provide us with extreme 
levels of protection, carrying out violent acts upon our enemies, train us 
physically, mentally, and spiritually, give us godly wisdoms, and even provide 
us with immense affection. Common servitors called upon are succubi or 
incubi, halibrix, undead, vile and infernal spirits, demons and devils, psionic 
mass mindsets similar to the biblical demon Legion, and many more. 
Again, the possibilities are endless. The clear distinction between familiars 
and servitors is in measuring their level of power, influence, or even their age 
as spiritual beings undergo transformations as well the longer they exist and 


do what they do. 


Attending Demons Z Spirits 

These are personal beings which possess incredible powers. They 
are also permanent. They are chained to our soul through special rites 
of binding, but they never join unwillingly. They often times choose us 
and submit themselves to our will and missions. In my experience, many 
attending demons and spirits are rogue entities and need us to also fulfill 
their goals which also tend to be aligned with our own, they seek to ‘live 
again through our works and we give them purpose. Like familiars and 
servitors, the list goes on eternally of what can fill this role. However, they - 
are prized allies to have. 
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Seal of Anmal Awakening 
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Definition 


The seal is unleashed while you have the chosen animal in 
your ritual space to awaken it supernaturally as the magickal familiar 
you require it to become. In all ways, the animal shall possess the 
supernatural power and innate links to your soul. 
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Seal of mummoning (Yature Famf tar ) 


A 












Definition 


Unleashing this seal calls forth a familiar of the wilds. It 
is of your choosing as well therefore you will need to write or draw 
a form of the familiar on the paper on or around the seal. When 
called, it shall deliver unto you your nature familiar. 
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Seaf of armani ( Infernal’ amf iar) 








Definition 

Calls forth a familiar to serve you that hails its origins as 
that of something demonic, diabolical, impish, or in some other 
fashion as infernal and hellish. Infernal familiars are prized for their 
intelligence and cunning. 


lo 











Seal of Summonin q ( Demonic $ amıfiar) 








Definition 

Calls forth a familiar to serve you that hails its origins as that 
of something demonic, abysmal, from the Pit, and from the deepest, 
darkest regions of the lower planes. Demonic familiars are sought 
after for their prowess in destruction and carnage. 
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Seal of Summoning (Word F aml iar) 
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Definition 

Calls forth a familiar to serve you that hails its origins as that 
of the Void; the astral and psychic planes of manifestation. This may 
be an actual psionic entity or even an egregore that you ve envisioned 
while drawing this seal. Void familiars are requested for their auras 
of power and ability to heal the energy cores and mental ailments of 
their master or mistress. 
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Definition 

Calls forth a familiar to serve you that hails its origins as 
that of Charnaggen d Oloth and the subterranean reaches of the 
Draelith and Tower of Cressen. Draelith familiars are the diminutive 
coal-skinned elven inhabitants of Charnaggen d’Oloth, but only as 
the minor form that are actually aspects of the Draelith gods and 
goddesses who serve the human-sized Draelith of the plane. Draelith 
familiars may appear as demonic spiders as well. 





Seal of Summonin g (Draefith Famf iar) 
a, 
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f Summoning (‘Dragon Familiar) 








Definition 

Calls forth a familiar to serve you that hails its origins to 
that of the Outer Reaches and harbors of the Primordial Ancients. 
They come in various draconic shapes and sizes. However, they are 
highly sought after due to their incredible knowledge, wit, and shape 
changing ability. 
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Seal of alin: Sf Famfiar) 
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Definition 

Calls forth a familiar to serve you that hails its origins to 
that of the places between the stars. They are among the Old Ones 
and are twisted, cephlapod-like entities who are sought out for their 
incredible understanding of that which is being understanding to 
mortals. They are difficult to align with, but are very helpful should 
you be able to establish a strong relationship with them. 
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Sef of Summonn q (Ul nderworld f amıfiar) 
fe g 
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Definition 

Calls forth a familiar to serve you that hails its origins as 
that of Keraktes and the Eternal Grave. They come in many forms; 
spirits, undead animals, lesser undead, and so forth. Necromancers 
seek out these types of familiars due to their oneness with the grave 
and their ability to channel the death essence like a well of power. 


Note: the skull needn't be as detailed as long as it is a clear and obvious 
representation of Death's head. 





Servitor Seal (Word) 
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Definition 
Calls forth a powerful servitor of the Void. As servitors, they 


are suitable companions and guardians who have a direct connection to 
the Void of all creation and psychic power. They possess the powers 
of the Oracle and are able to channel it to their master or mistress. 


Au qmentation 
Burn the sigil over a foundation of amethyst. 
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Servitor Seaf (Ylocturnus ) 













Soes 






Definition 


Calls forth a powerful servitor of the Nocturnus. 


As 


servitors, they are suitable companions and guardians who have a 
direct connection to Nocturnus, the night, and to the creatures and 


spirits that dwell in darkness. 


| Au gmentation 


After drawing the seal, fold or bunch it up, binding it with 
string or twine. Soak in black ink and allow to dry. Burn it from its 
bound state at night while visualizing the seal burning in your mind. 





Dervitor Seal (Lron Throne) 
+h 
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Definition 

Calls forth a powerful servitor of the Iron Throne. As 
servitors, they are suitable companions and guardians who have a 
direct connection to the domain of Cernobog; Vaerkuris, and possess 
the demonic energies of destruction, protection, and authority. 


Augmentation 
Sprinkle a large pinch of sulfur powder over the seal as it burns 
while calling forth the servitor. 
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Servitor Seaf (Plague Demon) 











Definition 

Calls forth a powerful servitor of the Plague Fields of Hell. 
As servitors, they are suitable companions and guardians who have a 
direct connection to the essence of disease and sickness. They are able 
to transfer the power to afflict and heal to their master or mistress. 


Augmentation 
Anoint the seal with your own blood while you are ill. 


Sc evitor Seal SshaLarah ) 











Definition 

Calls forth a powerful servitor of Szhai Larah. As servitors, 
they are suitable companions and guardians who have a direct channel 
of power from Szhai Larah. They make excellent lovers and teachers 
of the arts of enchantment and flesh domination. 


Au gmentation 
Anoint the seal with sexual fluid from you or your partner. 
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Servitor Seal (Pain) 








Definition 

Calls forth a powerful servitor of Xend nhilian. As servitors, 
they are suitable companions and guardians who have a direct 
connection to the essence of pain and agony. They are excellent 
torturers, killers, and give immense power to their master or mistress. 


Au gme ntation 


Anoint the seal with your own blood or burn an item of a 
significant nature aligned with your enemy with the seal. 
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Servitor Seal (Akashic) 











Definition 

Calls forth a powerful servitor of the Infernal Coffers. As 
servitors, they are suitable companions and guardians who have 
a direct connection to the Akashic plane. They bestow the full 
knowledge of any topic unto their master or mistress. 


Au gmentation 

Lay the sigil within a holy tome (Bible, Torah, Quaran, etc.), 
draw a crescent moon in your blood over its cover and then burn them 
together. 
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Servitor Seal (Sfack Heaven) 








Definition 

Calls forth a powerful servitor of the Black Heavens. As 
servitors, they are suitable companions and guardians who have a 
direct connection to the dark celestial plane of Hell. They bestow 
gifts of healing, authority over planar entities, and force of personality. 


Au gme ntation 


Tie a white dove's feather to, or sacrifice a white dove over the 


seal and allow the blood to dry before burning. 
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Dervitor Seal (Reraktes) 
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Definition | 

Calls forth a powerful servitor of the Eternal Grave. As 
servitors, they are suitable companions and guardians who have a 
direct connection to the underworld. They are devourers of the soul, 
grant undeath and its powers, and give mastery of the death arts. 


Augmentation 

Burn within a hole dug over the grave of a baby or over the 
grave of a murderer. The closer to the corpse the more powerful it will 
become as it burns. 
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Servitor Seal (2’Orrna Lsto) 








Definition 

Calls forth a powerful servitor of the shadow realm. As 
servitors, they are suitable companions and guardians who have a direct 
connection to the shadows. They are assassins, weavers of fate, mind 
breakers, and much more. They bestow many kin gifts upon Disciples. 


Au qmentation 

Burn the seal in an abysmally dark shadow during the daylight 
hours. This shadow must be so dark that it is difficult to see the seal 
itself. 
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Servitor Seal (C arnagaen $ Ofoth) 








Def inition 

Calls forth a powerful servitor of the Pits of Eternal Darkness 
Below, Charnaggen d’Oloth. As servitors, they are suitable 
companions and guardians who have a direct connection to the dark 
magickal weave. They are assassins, clerics, seducers, and advisors. 


Au gmentation 

Place a spider’s unhatched eggs upon the seal before burning. 
As they burn, orate the spiderlings essence being an offering of the 
spiderkin unto the Draelith Lords and Ladies. 
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Servitor Seal (Abyss) 
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Definition 

Calls forth a powerful servitor of the Abyss. As servitors, they 
are suitable companions and guardians who have a direct connection 
to the carnal, primal, and destructive, malicious energies of man. 
They are Demons, evil ones, and fiends of carnage and corruption. 


Au qmentation 
Burn the seal in a white flame. 
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—Servitor Seal (Primordial) 








Definition 

Calls forth a powerful servitor of the kingdoms between the 
worlds. As servitors, they are suitable companions and guardians who 
have a direct connection to the ancient essence of creation. They are 
dragons, controllers of the planar fabric, elementalists, eternal. 


Au gme ntation 


Ignite the sigil to burn by blowing fire from your mouth over 
the seal. 
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Seal of Summoninc Attending Spirit) 
i” | —-_ 








Definition 


Calls forth a powerful servant. If one has already made itself 
know to you, skip to the manifestation bridge. If not, write your 
desired ally description, appearance, dominion, goals, mentality, 
and so forth. Then, sign it, “I have so petitioned thee... Your Name.” 
though at the least your name must be signed in your own blood. 


Wanifestation Bridge 
Light thirteen black candles in a circle, each anointed with a drop of your 
own blood. Burn the above seal with its name, sigil or description within the circle. 


SoulBondin g Seal 












Definition 

A soulbonding seal is used by drawing the entity's seal within 
the center circle of the above sigil. It is then anointed with your own 
blood and burned. It is extremely direct and does not require further 
ritual. The resulting effect is that of having your familiar or servitor 
linked ever deeper into the fibers of your soul. This allows for it to 
manifest easier and more physically for greater durations. It also 
proves to allow the two of you to have perfect sensory perception 
with one another in the astral/ethereal/dream planes just as perfectly 
as the material plane. 
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Tef e pathic Augmentation 











Definition 


Over the seal, you shall use the blood of a bat, dove, lamb, 
or yourself to write the name of the familiar, servitor, or spirit that 
youre connecting with. The seal is then unleashed by placing 
it in a bowl of boiling salt water and stirred until it breaks into 
enough pieces that there is no visual semblance remaining of the 
parchment and seal. The result is that of having a powerful psychic 
and telepathic bond with the spirit. At any given time, your thoughts 
will be synchronized and aligned; together, a powerful dual voice 
without sound. 





Definition 

This simple seal is one that has been used in necromantic 
practice for ages. Draw the seal upon your own skin and then use 
your own blood to drag a streak across it while calling the name of 
your familiar, servitor, or other spirit thrice. The result is a powerful 
vampiric link that allows the spirit to drain the essence of another 
mortal being and transfer it to you. It also allows for you to send 
part of your own being to the spirit for it to manifest easier. 
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Twin Soufs 








Definition 

The seal is drawn solely in blood not belonging to you. 
Then, as you burn it over a fire, dust sulfur over it and cypress. In 
this manner, you will create a sort of spiritual effigy that will suffer 
your many pains until such time as something that would’ve killed 
you will destroy the effigy instead. In this way, you have a sort of 
second soul; one that is entirely expendable. 
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Familiar Channefin q 














Definition 

Enter into your own ritual circle and call your familiar to 
your side. Draw the seal and allow it to burn over a black, red, or 
white candle. This will result in the familiar possessing a unique 
ability as being a catalyst to deliver your ritual effects directly upon 
the soul of the individual you ve targeted. In effect, it creates nearly 
instantaneous effects by allowing your familiar to carry and place 
these energies. This is also very true as well when allowing the 
familiar to carry your emotions toward that individual and place 
them upon their soul. It creates similar, though lesser effects. 
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O b servation 





Definition 

After drawing the seal, burn it and gaze into the flames to 
see through the eyes and hear through the ears of your familiar or 
servitor. This is very straightforward and the effects will last as long 
as the fire burns. 


go 








Definition 


Once drawn, the sigil is to be anointed with a lavender 
essential oil and then burned. Take the ashes and place them in a 
natural cloth-based pouch or sachet. Place this beneath your pillow 
and rest. For a full moon cycle (about a month), you will have 
explosive dreams, astral projections, and out of body experiences. 
It also helps to chant or repeat the person or place you wish to visit 
before drifting out. Note: this works only when you ve called one of 
your familiars, servitors, or other attending spirit to help pull your 
soul from your body. Once mastered, it can be used at any time. 
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Aura of Pfanar Power 











Definition 

The power of this seal draws from your familiar or servitor’s 
connection to their native plane. After having drawn the seal, you 
shall call forth your familiar or servitor and meditate with the seal 
folded and held within your hands. This will create an open surge 
of power which aligns your spirit to the plane. Now, burn the seal 
still folded and slowly inhale the smoke. This will hold the essence 


within and fuel your aura of planar power for a great duration. 
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€ xtradimensional Disage 











Definition 


This seal is to be drawn first and allowed to rest openly 
between two burning candles: one black and the other white. During 
this time, focus on the visage you wish to take and describe it in full 
detail on paper. Burn the paper and allow it to consumed in flames 
over top of the seal. This will cause the seal to also become engulfed 
in fire. While this happens, command your familiar or servitor to 
travel into the planar depths and retrieve the essence of the visage and 

deliver it upon you. This should be followed with deep meditation 
and when your servant returns, it shall be place upon you. 
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Conjuri n q Legionnaires 


Book Five: Conjuring Le qionnatres 


The next stage of this journey through sigilcraft now rests on the 
conjuration of legionnaires. This is your opportunity to call forth a personal 
army. As a Disciple, you already know that you are under the gun by every 
religion, every social order, and probably even have been forced to keep 
it in shadow to friends and family out of fear that they would turn their 
back on you. The fullest act of realizing and awakening the god within is 
all about destroying fear of anything and becoming that which has always 
been. Therefore, as you emerge from the shadows you will need loyal spirits 
and infernal powers that will do battle for you when you cannot. This is 
especially true when larger powers such as law enforcement, government, 
teligious hunters (inquisitors and hysterical zealots), or any other group that 
is threatened by your very existence wishes to root you out. Even with any 
combat training you ve had or the level of mastery you possess, you simply 
cannot go to battle against such odds without the aid of legionnaires. 

e use the term legionnaires due to the example given to us by 
the nearly unstoppable Roman Empire's Legion. They are expertly trained, 
powerful, relentless, and are conquerers in the name of their master. Similarly, 
consider the biblical demon, Legion. Many demons in one hivemind. Your 
legionnaires are your own and to that end, we seek to develop an image of 
what we desire to serve us. We will explore the creation of a legion as well 
as the conjuration of well-known and often relied upon legionnaires for many 


Disciples of the Maergzjiran Cabal. 


The WE ack quard 

You will define the title of blackguard. Traditionally a noun to 
mean “a low, contemptible person”, the Maigii Cabal gives this title 
as an honorary one to mean “a fearless, infernal warlord” who commands 
his or her army of hellish legionnaires in their battle toward godhood and 
conquering this feeble world. 
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In the Maergzjiran Cabal’s vast history, there is some obscurity 
as to where this title took its origin as being an honor, though there was 
always some ceremony when receiving it. When I received the title, I was 
covered with a long, black cape made from wool and covered with crow’s 
feathers around the shoulders, Wearing a black skullcap, a crown of bluish- 
black iron was placed upon my head and I knelt before the old Ascended 
Grandmaster of the Cabal, Lord Arakohn. He placed a sword upon my 
right shoulder and a scepter made from a bull’s femur across my left to 
which he gave a splendid oration and named me, “The Unliving” and “The 
Undying’. I spoke my pledge and the works I would complete in my time 
in this earth-plane of Etheris and all that I would do when | stepped through 
the black gate. In the end, I was awarded my titles and I've proudly carried 
them since; doing all that I can to fulfill my vows. 

What follows is a model by which you may name yourself a Blackguard 
for it is under the profane energies that come with such a naming, that gives 
you the authority and reign to call forth and command legions of infernal 
Spirits. 


Rite of the Black guard 

Requirements: Natural quill from a crow or raven, blood taken 
from your left hand or from an unwilling human being, natural papyrus or 
parchment, five black candles, red brick dust or unrefined and unbleached 
flour, instrument of authority (sword, scepter, wand, staff, or other item of 
authoritative significance to you). 

First, if you have not yet made a sigil to represent yourself, do so 
now. It may be of any form or arrangement that you choose, but it should be 
something that when you gaze upon it represents all of your darkest dreams 
and desires for the power which you will contract through your magickal 
works. It should fill you with strength, excitement, and fervor. Keep in 
mind that once you have this, reserve drawing it for the ritual as the act of 
drawing it is also part of this amazing ritual. 

In preparation for this ritual, dress yourself in black. Also do so 
in a manner that makes you feel powerful, authoritative, and commanding. 

his might take the form of a black monastic robe, being dressed up in your 
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tinest Suit or dress, something edgy, or a combination of sources that give 
vou the feel of being incredibly strong. These feelings of power will ignite 
the circle and the ritual that you are commencing. 

Using the brick dust or flour, make a circle around you. It should 
be lange enough for you to move about in naturally without infringing on the 
integrity of the circle. Face the north and place the candles at northwest, — 
northeast, southwest, southeast, and south; giving the points of an inverted 
Star, 

Facing north which is the realm of darkness, kneel down and usin 
the blood you've either harvested already or by cutting your left hand, draw 
your own sigil within a double circle with the quill upon the parchment. 
During this time, your mind should be militantly focused on the power 
to conjure and command your legions, all you shall accomplish with this 
ability, and how it will ultimately aid in your apotheosis. 

Rest the chosen instrument of authority over the sigil and stand empty 
handed. Your hands will be placed in a mudra referred to as the “Chained 
Demon Grip”, or, “The Blackguard Grip/Mudra”. Allow the tips of your 
index and smallest fingers to touch and reach upward. The middle and rin 
fingers will be woven downward with the tips touching. The thumbs will 
cross left over right and the palms brought together, closing your middle 
and ring fingers within. The index and little fingers erected represent the 
horns of the Demon; you. The two fingers woven and tucked into the palms 
represents the boundaries of the soul which will be unleashed momentarily. 
The crossed thumbs represents the profane authority, promise, and pact 
you re contracting with the demonic legionnaires you shall give rise to as a 


Blackguard. The mantra is “Sonoszmykyra” (Soh-nos-mee-kye-rah) 


Place your hands into 
this format then cross 
your left thumb over 
tight as you relax into 


your meditation. 
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Swear your vows at this time in your own words. | give you my own 
that were taken when | was named a Blackguard in the Cabal: 


“Jama Blackguard and a God. This world is weak and shall fall to 
my will. Through my works and through the extension of my undead soul, 
the dross population will submit as my slaves, the planes shall be bridged 
for Demons and Undead Spirits to cleave through the wasteland that shall 
emerge through my domination. Those who resist will be broken and will 
serve me in death! Disciples shall rise through my teachings that they too 
shall follow my example. Etheris will suffer and it will become the earthly 
kingdom of Maergzjirah! As a monster in human flesh, I swear with my 
blood, bone, and life breath, that I will give rise to legions who will aid me 
in making Maergzjirah reborn. All shall fall as I seat myself upon the throne 
of bones, watching the destruction and carnage that I have set into motion. 
| am Somnus Dreadwood; a Lich, a Blackguard, and a God!” 

Kneel down and pick up your instrument of authority as well as your 
blood sigil on parchment. Allow the parchment to catch fire from each 
candle. It does not matter the order, only that you end in the south, allowing 
it to burn completely to ash upon the southern candle. As is burns, offer it 


up to the Hells. 


“Take this pledge and my seal to the deepest, darkest pits. Free me 
of the chains that bind me to conventional being and fill me with the infernal 
power that makes a (wo)man no longer a (wo)man, and makes a demon in 
his (or her) flesh. I am (N.) and I am a Blackguard. | place the mantle of 
darkness around me, vowed to (quickly summarize your vows or make an 
underlying statement about your personal mission). Burned down to ashes 
black and grey for I shall emerge from the shadows on this day a Lord (or 
Lady) of the Hells and a Champion of its infernal war.” 


Break the circle between each candle with your instrument of authority 
and then blow out the candles in reverse order in which you lit them. Allow 
the energies to continue to move about as they will as you kneel once more 
in silent meditation on what just occurred. Feel that smoldering energy 
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surround you and fill you. This is a sign that you have been accepted and 
have tully been crowned as a Blackguard. Understand that your powers will 
grow with time just as wine Increases in flavor as it ages. Asa Blackguard, 
you may now fully realize and give life to your own legionnaires. 


Leqionnarea of the Planes 

Disciples understand that Archdemons, and Demons of rank are not 
always necessary to complete a task. It is common knowledge that there 
are hordes and endless legions of fiends that serve their Infernal Lords, 
For this reason, many Disciples prefer to call forth the legionnaires of the 
Archdemons rather than having to call forth the source. This also furthers 
the dominion of the Disciple; having his own demonic power to conjure and 
lead a grand legion of their own. 


By each of the Blighted Lords, below is a list of the main legionnaires 
of Demons, Fallen, Spirits, Zhanith, Draelith, and Draconic entity that serve 
their Master or Mistress. It may come as a surprise, but through various 
magicks and by harnessing total power, some entities which often are seen as 
being malicious and malevolent forces and be used to our own benefit. This 
section also calls into the Disciples service many entities that for a long 
time were our enemies. They can however be bound to our service, that is if 
they do not answer the call willingly. If none of these satisfy you, I offer you 
a new method of calling forth Legionnaires of your own design and creation 
at the end of this section. 


A straef, Lady of the Doi? 

The Illuminated - Named generally for all Spirits who serve Astrael 
and her servitors, they appear as white, silver, or dark featureless humanoids 
with a radiant, glowing aura and what appear to be tendrils that wave from their 
crowns and downward beyond their knees. 

Astral Juggernaut - Large, brooding creatures of the Astral Plane, 
Salisaer who seek to consume not only the mental energy of an individual, but 
their sanity, which opens a gate to consume the flesh as well. 
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Astral Stalker - Similar to the Juggernaut, an astral stalker feeds on 
any misdirected mental energy, but they will attack weaker travelers of the 
Void when they feel they are superior to the Disciple. 

Bleak Manifestations - When an individual is consumed by negative 
thoughts and emotions to the point of a mental collapse, the astral body is 
separated from the flesh and wanders about secking peace. Without sanity to 
govern the astral body, a bleak manifestation seeks out any positive thought 
in order to take it for its own in a trivial attempt to heal itself before the 
corporeal body eventually succumbs to death. 

Dreamhound - Taking a variety of forms, dreamhounds are the 
product of a direct, malevolent attempt to attack the Disciple. This is 
many times called “psychic vampirism” or “psychic attack”. Dreamhounds 
typically take familiar forms in order to get close enough to the Disciple 
whose guard would be let down in order to attack the mind and spirit. 
Behind every dreamhound is an enemy who is actively focusing his or her 
hatred upon the Disciple. 

Gate Sloth - The result of a failed attempt to astral project. These 
entities are extremely rare and tend to be the product of non-human races. 
Due to the strain placed upon us when we astral project, there can be horrible 
mishaps. The overload of energy mixed with terribly mismatched planar 
energies, and usually the wicked handiwork of another will result in the 
complete destruction of an individual. Thus, as the physical body dies, the 
struggling soul is forever trapped at the gate in which it was walking through. 
Without purpose, they attempt to utilize another Disciple’s energies and 
psionic ability to return to their home plane and restore life now lost. 

Gloom - The price for untold knowing is very high for most Disciples. 
Those who cannot cope with what they ve learned try to destroy the memories and 

in turn resort to suicide. What is bred from a psionic individual who ends their 
life at the pinnacle of their sorrow is what we call glooms. They are trapped in the 
astral and cannot escape. They join into the planar fibers which serve as their prison; 
lorever reminding them of all they cannot escape. 

Mind Spires - No one really knows what exactly the mind spires are, 
Where they came from, or if they serve any true purpose who more dreadfully, who 


or what they might serve. They are massive black obelisk-like bodies which slowly 
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float throughout the astral world, draining anything that nears too close of all of its 
vital energies. Picture the final Image of yourself with your chakras dissolved from 
within your very being; smoky black holes marking the end you've met by coming 
too close to the mind spire. | 

Planar Haunt - Any undead Spirit that possesses psionic abilities as well 
as their supernatural deathly powers can rightly be named a planar haunt. However, 
we find the most numerous among their ranks being vampir, liches, and even 
necromancers who've become more dead than mortal. 

Shadewalker - Similar to the Zhanith, whom are allied with the Cabal as 
far as their physical appearance, shadewalkers are swift, dark beings who take feline- 
like traits among their otherwise humanoid forms. While they usually do not make 
deliberate attempts to disrupt the Disciple, their continual stalking and curiosity is 
enough of a disruption to break one’s focus. Be warned, if you do not send them 
off quickly, they will surely gather more and stalk you in both the corporeal world 
and the incorporeal. | 

Shadows of Sentence - Egregores made of purely negative emotion, though 
they are not usually intentional entities. They tend to be created by an individual s 
negative thought patterns which grow too powerful and break from their master. 
Much akin to a silent shadow demon, they are numerous enough throughout the 
planes to make their own races and they are just as great an annoyance to the Disciple 
as any mundane mortal thorn in the side. 

Befnara, Lors of Nocturne 

Darkness - Dark, misty spirits that function as channelers of 
nocturnal energy as well as the cold aura of fear and death that comes from 
its very essence of being. 

Night Shades - Often times mistaken as shadow people or shadow 
demons, night shades are phantasmal manifestations of those who have 
committed suicide. When called forth, they offer their sorrow and insanity as a 
means of eliminating enemies by afflicting them with the same contemptible 
hatred of self. In greater detail, they often appear very handsome or beautiful 
save for the grotesque maiming marks of self-punishment. 

Night Wisps - Shadowy beings about four to five feet tall. They are 


guides of nocturne and silent messengers and intellects who are aware of all 
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that occurs in the dark. 


yori F The true servants of Belnara; appearing as walking 
moss and tree bark, mushrooms, or a mass of leaves and vines. They are 
ambassadors and holders of great wisdom of nocturnal magick. 


Cernobog, Lor8 of Maergsprah 

Endoulkoth - Wolf-headed, female-bodied demons with leathery 
wings and a spiked chain in hand. Endoulkoth are voracious demons with a 
hunger for destruction and blood. 

Doumerasai - Black-eyed, humanoid demons. They are the bestowers 
of power, crushers of enemies, and the elite soldiers of Cernobog’s Black 
Court. 

Halibrix - Massive demons with the mummified head of a bull, 
human torso, and large hairy legs with hooves. They have two pairs of arms 
and they spew acidic vapor as they speak. Halibrix hunger for destruction 
and are quick to assist their Callers in destroying any barrier, ones mental 
or spiritual fortress, castle walls, and bringing down temples. 

Inijirae - Tall, slender demons with a feminine form, but whose 
head contorts and reveals something akin to a snake when angered; spitting 
a highly toxic venom which burns and rots flesh. Disciples find them to be 
protective companions and very territorial guardians of the Disciple and his 
or her possessions. 

Khandalin - More powerful than the Doumerasai, the Khandalin 
are the sons of the Black God. They appear similar in appearance to their 
infernal father, but they all possess large hands with razor sharp talons. 
They are masters of destruction and protection alike and are highly sought 
alter by Disciples. 

Zh’kathnah - Monstrously huge demons with the body of a lion 
with nine heads: each a twisted combination of a lion, human, raven, lizard, 
and a rat; they feast on negative emotions, terror, depression, etc. 


Dranimarsh, Lord of Maf adie s 
Abaasy — Taking the visage of tall, strong men albeit contorted like 
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trolls of lore, the Abaasy bring disease and destruction to all they contact, 
They are brooding figures that will often haunt a place or person with their 
presence before striking. However, when they do, their wrath is swift and 
nothing can grow or live again where they struck else it too will die. 

Cynot - Skin-changing demons who often appear in medical 
institutions. They take the visage of anyone they afflict and kill. Typically, 
these otherwise androgynous fiends take the guise of the terminally ill, elderly, 
or those who have been in the morgue. Death of all manner encapsulates 
their dominion. 

Entropy Demon - Formless as the Void, when called upon, these 
vaporous demons will enter into an area and leech the lifeforce, memories, 
and strength from an individual by which to disguise itself as or possess in 
order to eliminate them or another target. Entropy Demons are usually 
quiet, but their energies are very chaotic. 

Ilisarc - Oft times considered the incubus or succubus of rot, 
llisarc display immense beauty, charisma, and carnal magnetism. When in 
the throes of intimacy, they afflict with all many of otherworldly diseases, 
maladies, and fatal toxins. 

Phugulla - Slender, feminine demons of alabaster skin and 
emotionless black shining eyes. The mouth is sewn shut, but from upon 
their bald heads, a long, voracious bloody maw opens running toward the 
back of their skull. Long, sharp fangs number into the dozens and snap at 
anything coming near it. Despite this, this demonic race does not speak 
verbally, but rather telepathically. Seemingly able to jaunt great expanses in 
a blink, the Phugulla are optimal servitors for those who feed on suffering. 

Plague Demon - These demons, appearing as males and females of 
all ages wear tattered rags and shawls much like the victims of the bubonic 
plague. Their sickly pallor and overall grim appearance strikes fear into the 
hearts of their enemies as their gaze, word, and touch all lead to unspeakable 
suffering. 

Nylim - Monstrous fiends having human torso, but with writhing 
tentacles for arms past the elbows and for legs, their heads are dome-shaped 
and reveal two glowing yellow eyes. Their skin tone varies, but they are often 
preceded by an overwhelming foul odor. Nylim express all sickness, the 
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rotting of the living self akin to Ebola, and can both afflict and draw out the 
sickness of an individual. 


EfSraath, Lady of Lust 
Amyrdia — 


: Powerful male demons who often possess a person and 
surface all of their oppressed carnal behaviors, evil, and immorality. They 
appear as dark-skinned men with long black hair. 


Ardat Lili - Often appearing as young virginal girls, they bring 
with them tormenting nightmares, cause miscarriages, and can seduce even 
the most loyal of men. Ardat Lili often serve more powerful Lilin or the 
Archdemons themselves. 

Katula (Incubus) - Male demons; seductive and act as wise 
counselors and informants. Their attractiveness allows them to manipulate 
others and discover hidden knowledge or even lure one into their demise. 
Some serve as the consort to their Callers. 

Lila (Succubus) — Female demons: wickedly beautiful and entrancing. 
As the female counterpart to the incubi, they perform many of the same 
tasks. However, being as they are of Eldraath, they tend to be stronger 
in all aspects. Disciples most commonly find wise advisors, lovers and 
companions, and informants in succubi. 

Lilim/Lilin - Once believed the daughters of Lilith due to their 
name, they are actually the offspring of Eldraath. With supernatural beauty, 
they are embodiments of pleasure and sexuality. Their place ins Eldraath's 
domain is directly beneath her and her Servitors. Her daughter, Synellion 
is once such Lilin. 

Ophyrri - Beautiful women who have a serpent’s black tongue and 
shimmering green eyes, Ophyrria have often been depicted as gorgons, 
though they are one in the same. Ophyrria are wicked demons who are 
called upon to murder anyone in their sleep and steal their soul which is 
teborn in the Hells as another Ophyrria. 

Sarugotha _ Black-skinned male demons with long gazelle-like horns 
jutting back from their hairline. Their eyes and tongue are both a bloody 
crimson tone. They wear tattered long coats akin to that of colonial men, 
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though the dark coats often take the form of tattered wings for them to fly 
upon. Sarugotha often times copulate with women in order to give birth to 
hellspawn humans with tainted blood; having a child with a natural affinity 
for magick, evoking demons, and bringing the fury of the Hells into the 
Etherian plane of mortals. Able to shapeshift, they are also savage hunters 
of flesh. 

Zathnakhat — Female demons: serpentine bodies with the human 
torso and head; territorial and vicious slayers of the enemies of Eldraath, her 
servitors, and Disciples. 


Hananjiir, Lord of Pain 

Azheket - Wrapped entirely from head to toe in black cloth, the 
Azheket are infernal assassins. They are masters of delivering death, weapons, 
poisons, traps, and movement in shadow. Followers of Fortinghast conjure 
the Azheket during training purposes. 

Egridomae (Blood Demons) - Egridomae appear as human men 
or women clothed in tight black leather, drenched in blood. They often 
cause accidents to occur or incite violent conflicts in order to consume the 
emotion and life essence from the shed blood. 

Idyris (Night Terrors) - Called upon to attack one’s enemy during 
sleep, the Idyris appear ghostly and frozen. Their unique clothing and 
physical appearance varies greatly. However, they torment one’s mind with 
extreme terror via nightmares, causing insomnia and sleep-related illness, 
and also can imbue insanity due to their subtle tormenting methods. 

Sadalae (Madame) - Demonesses dressed in the fashion of Sanazel: 
black and red leathers made of human flesh, tightly bound hair, and carrying 
small torture devices, blades, and other weapons used to cause extreme 
suffering without killing. Such demons are favored by sadistic Disciple who 
wish to eternally punish an enemy. 

Sentinels - These are a strange being; half spirit and half demon 
as it has been believed by Disciples as their energies are of both and they 
are neither bound by either seal individually, but rather by unique means to 
effect them as an entirely different being in themselves, Sentinels appeat 
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as their Patron; statuesque in the Roman fashion. Sentinels are protectors, 
uards, and destroyers of one’s enemies. 

Tzatir (Pain Demons) - Demons of varying size and shape. They 
often emerge from the shadows to cause agonizing pain to individuals 
especially of a contrasting spiritual persuasion. They revel in causing pain 
and death in religious clergy, social and governmental figures, and individuals 
of power as to bring them to their knees despite their facade of being “above” 
much of what the world can throw at them delights the Tzatir. 

Torment - Very similar to the biblical Demon, Legion, Torment are 
a network of Demons belonging to an infernal hivemind. Seemingly void 
of any genuine will or motive, they move at random throughout the world 
tormenting and haunting people physically, mentally, emotionally, and 
spiritually. For this reason, they are prime entities called upon by Disciples 
with a vendetta. 

Varzekatalae (Soul Torturer) - When a persons soul has left the 
flesh shell of this world or has been forcibly removed and caged within a 
vessel, the Varzekatalae come forth to inflict pain upon them in a way that 
defies our ability to describe or formulate through human senses or words. 
Through their methods, many wisdoms and secrets are revealed and powers 
are extracted. 


LffReserod, Lady of F orBi88en Knowfed ge 

Ardegul - Their source unknown, these are spirits that live within 
archaic tomes, books of lost wisdoms, and grimoires. It is believed they are 
created by all of the energies absorbed by the tome during study, ritual, and 
by being touched in some way by another spirit or planar entity. They are 
often called to inhabit a personal tome or grimoire and their ability to speak 
to us makes them invaluable when needing advice or arcane guidance. 

Dark Sirens - The agents of Illkeserod who seek out and obtain 
knowledge at all costs. They can always be called forth to obtain information 
from Illkeserod’s coffers once the Disciple has journeyed to them through 


projection or Rites of the Gate. 
Midolae - Appearing as attractive and charismatic humans, these 
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spirits are easily capable of acquiring secrets and learning the finest details 
to any plan, area of study, or secret study. 

Synekor (Wisdom Devourers) - Appearing in the form of cloistered 
monks, beneath their hoods reveal a human body with wrinkled flesh. They 
have no eyes or noses, only a vortex for a mouth which they use to drain the 
knowledge and intellect from anyone they are focusing on. All they leave 
behind is a breathing husk of a human being looking to have been given the 
worst lobotomy in known history. 

Zyphridian - Infernal Spirits of immense power. They are the souls 
of many arcanists who, upon their mortal death were recruited by Ilkeserod. 
They speak in powerful tongues preferring the speech of Demons, the 
Keraktian dialect, or in the Dark Speech. When confronted or ordered, 
they unleash their own magick in a barrage of destruction. 


Kasel, Lord of the Wfack Heavens 

Black Archons - Powerful guardians taking the form of monstrous 
demons but with the majesty and reserve of celestial angels. They provide 
excellent advice and protection for Disciples as they are the instruments of 
war in the Black Heavens. 

Dzmons - The truest guardians to any Disciple. They are ferocious 
demons that can shapeshift at will and bring the full ferocity of the Hells 
into combat. Loyal to the death, they will do all in their immortal power to 
protect the Disciple. 

Elimae - Charismatic, loving healers in the Black Heavens. Just 
as there are warring angels and guardians, Elimae offer healing in all forms 
to Disciples or those they are called to heal. Elimae take on beautiful, soft- 
featured female bodies almost exclusively and many times take human shape 
to ensure they are close to the Disciple. 

Izrykael — Rejected angels from the celestial spheres, the Izrykael are 
full of malice, but possess the knowledge of the light planes. They make 
wonderful assistants in scholarship as well as specialists in combating the 
forces of light and the high celestial spheres. 

The Fallen - Making up the whole of the legions under Kaziel’s 
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command, the Fallen are angels who have { 
and desire driving them from the Heavens and into the multiverse, they serve 
in all manners of the spirit. The Fallen hold great dominion of their own 


in every aspect of magickal craft and can manipulate the world in ways that 
Demons cannot. 


allen from grace, Their own will 


Dasch, EN of the Ll ndead (taken [rom Charnel Lhi opero) 

Alathul - Doll-sized demons with large black eyes, porcelain-like 
skin and two horns jutting from the temples and a single horn that curls 
back from the center of the forehead; clawed hands and feet, and a thin 
pointed tail; they speak wise counsel and try to Ignite ones anger; servants 
of Ebonod or familiars to Necromancers. 

Alibahnex - Misshapen sacks of putrid flesh and servants of 
Mitheahl. These charnel fiends exhibit all the traits of a masterful tactician, 
but with the hunger of a thousand dead. 

Angels of Rot - The name says it all. These are once proud, once 
powerful and holy angels of the celestial sphere. However, in their battle 
against the unholy, they have met their end by the hands of one masterfully 
skilled in necromancy. Their divine essence is transmuted into the necrotic, 
leaving a violent, murderous husk of its former self. They are by all accounts 
immensely powerful and should not be called forth without good reason. 
They possess the power to rain death and darkness in Etheris and elsewhere 
so the Necromancer must be confident in their control over the death 
essence. 

Aten-arak - Atohn’s Legionnaires; mummy-like wraiths who steal 
souls and empower other Patrons of Keraktes and Necromancers alike. 

Baerindelar - Stout rotted demons with expansive wings, long 
arms with elongated, skeletal claws, and multi-tentacle legs. Their heads are 
misshapen mounds of flesh with a void for a face, only two glowing eyes 


glow from within the void. Servants of Airimi. 
Banshees - Ghastly women who, though beautiful turn hideous 


when they unleash a shriek that places a black mark on the listener's soul. 
Only the one intended to die will hear them. As the horde following Silrin, 
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they also possess a calm nature when not being sent to deliver the message 
of impending death. 

Broken Souls — Victims of gruesome and horrific deaths. Murder 
is the prime cause of these horrid monsters. animation along with brutal 
accidents, neglect, abuse, and medical malpractice. Those who suffer at the 
hands of the murderous or by the neglectful make up this rank. They appear 
as they did in life - tattered, torn, broken, and sometimes dismembered. 
With the death essence flowing freely, a Necromancer who offers them open 
season will rejoice at the opportunity to create havoc in the planes and hell 
on earth. 

Calistan - Legion of pseudodemonic, spirit tacticians and scholars; 
traditionally servants of Mephilure; appear with floor-length leather skirts, 
sigils tattooed all over the torso, arms, and neck: long, smooth, black horns 
project from the outer edge of the brow. They are masters of study and often 
partake freely in discussing one’s learnings with the Necromancer. 

Deadlands Zombie - Something very bizarre occurs when a 
Necromancer or other Disciple of the dark arts passes away in the wilds, or 
when one who is deeply attuned to nature dies in an area tainted by a sylvan 
necromantic curse. The result is a mixture of part human corpse and part 
rotten vegetation. There is also an undeniable prowess they possess over 
the elements as well due to their magickal and Spiritual essence joining the 
dead and dark world. Despite the name, they do not share much in common 
with the shambling, flesh-hungry zombies who serve under such patrons as 
Oxibaero. 

Defiled Souls - When a soul in our plane of Etheris is defiled in 
mind, body, or soul and driven to madness, the chances of their animation 
at death into one such being is astoundingly high. Rape is usually the most 
common factor I have observed which leads to these types of undead spirits. 
They look again, much as they did in life, though there is typically a complete 
absence of emotion or the opposite - lunacy beyond compare, 

Dream Haunts ~ It is possible to be scared to death. For those 
who ve suffered intense nightmares and who live in continual fear, this fate is 
always looming over their shoulder. In most instances, those who are scared 
to death do so because of a stroke or heart attack. Their reanimation results 
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in their deathless form being a contortion of their mortal form and that of 
their worst fear. Needless to say, dream haunts can and do take on some very 
interesting and disturbing forms. In death, they in turn lash out and terrorize 
other mortals who too will likely become one themselves 

Furahk - Keraktian shade Spirits who serve to animate corpses as 
intelligent undead. 

Karnazet — Fiendish, hungry undead that wander the planes feasting 
on dead flesh; commonly found on battlefields and in houses of death and 
morgues; due to their superior intellect, they commonly work to start fights, 
wars, and they spread disease. 

Kaeari - Servants of Abizal; appear with tattered bat wings and long 
legs with clawed feet. Their potent purpose is to assist in delivering souls, 
angels, spirits, demons, and other spiritual bodies unto their master for 
whatever heinous purpose is in mind. 

Koschei - the Deathless; Sorcerers who have made soul pacts by 
having their soul placed in the eye of a magical needle. By virtue of their 
unique origin, the needle is inside an egg, which is inside a duck, which is 
inside a hare, which is locked in an iron chest placed at the roots of a great 
oak tree, which is in a hole in the ground on the island of Buyan. Koschei 
can be killed only by breaking the magical needle, which is much like the 
phylactery of a lich. 

L’chaskha - Demonic legion of would-be liches whose souls were 
destroyed during the ritual of transmogrification; appear with black burial 
cloth with goat skulls and bony claws. 

L’chashkria - Female counterparts of the Lchaskha. 

Note: There is a differentiation made by Zazazel himself in this as he has 
made it very clear that the feminine mystique possesses Its own unique innate 
magickal power. 

Lenothstra - Elite servants of Adael; appear as freshly deceased or 
rotted corpses of beautiful men and women with a power to entrance, charm, 
and seduce even the most pious souls. Having entranced the individual, they 
can be lured to their own demise or into the hands of the Necromancer. 

Maidens of Sorrow — Their origin is entirely unknown and despite 
my best efforts to reveal such knowledge, not even the Buried King knows 
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their Origins. However, these beautiful maidens perpetually weep over nearly 


limitless reasons, some of which make not an inkling of sense, What has 
been revealed by Adael is these depressive spirits were each virginal in life 
from whatever plane they originated from. However, the point of transition 
between living and undeath is entirely unknown to any Keraktian Patron or 
Necromancer alike. What has been spoken of by some Lords and Ladies js 
that to learn their greatest shame and help them to resolve their sorrow will 
transtigure their spirit into something more... useful to the Necromancer, In 
my personal experience with them, one in particular, | learned her greatest 
shame in life was that she allowed her sister to take the blame for her guilt 
and she watched her sibling be buried to her elbows and stoned to death. 

Having summoned the sister's spirit and binding them into the same 
sanctuary, the maiden was thus transformed. The end result was that all 
of the tears cried had become something of a mantle as it were. This new 
spirit had then submitted entirely to my will and with a minor sacrifice, | 
found myself with an incredibly powerful servant who could come and go 
as she pleased through the planes and into my sanctuary. | highly advise all 
Necromancers to seek them out and repair their broken souls. 

Merolot - Freakishly slender, black-skinned shadow demons: no 
eyes yet have inhumanly wide smiles; servants of Tenebrion. They roam 
about the darkness in search of those who walk alone. They cloud their 
minds and drag them into the pits of dread whereby the weak are made into 
blood and soul slaves for the undead. 

Phaoloam - Frog-headed infernal Spirits with the legs of a rabbit 
and wings of a bird, their arms and chest are human and they usually have 
horns or produce a noxious fog wherever they go; servants of Feylorne. 
They assist the Necromancer by offering wisdoms of their Master though 
normally through riddles, symbols, or through double speech, 

Pyrmiahn - Appear as mummified or desiccated servants of any 
pharaoh though with the head of a goat, bull, jackal, hyena, or in other 
instances whereby the elite wear the burial mask of a pharaoh. Serving Atohn 
and Imoth, they cast down one’s enemy's barriers, protect their master, and 
assist in rituals of raising the dead. 


Reavers ~ At first glance, reavers appear human. Then, as you draw 
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near, you see their hollow eyes, their black sharpened claws, the dual rows 
of spear-like teeth, and greying skin. Reavers prey on the souls of the plous, 
the arrogant, the drug-addicted, and the vain over all others. They delight 
in sowing pain and suffering into the planes. They are both quick and agile 
and joined with a supernatural Strength that surpasses even that of the elder 
vampir, reavers are a terrifying force to behold. While I have never felt 
threatened by them, | can never truly felt comfortable in their presence as 
there is something unsettling even to me found in their demeanor which 
gives even the most hardened and jaded soul a feeling that sooner or later, 
the Reaver will be focusing on tearing out his or her soul for their own 
amusement. Only the most depraved souls attain being made into reavers 
upon their death. Of course, they too are chosen by Sirah at the moment of 
their birth and are called precisely at the hour of death. The Necromancer 
will find reavers to be swift when only brutality will do. 

Shai’mirah/Shai’miran - Servants of Sirah and Ebonod; adorned 
from head to toe in leather, chains, rope, hooks, and blades, they carry razor 
blade scourges, jagged rusted knives, and primitive embalming tools by 
which to flay one’s enemy. 

The Damned - Appearing in all forms of men, women, and children, 
the Damned are the twisted souls of heretics, those of the clergy who denied 
their deity, forgotten spirits who have vanished from the memory of their 
families, unbaptized and aborted children, and those who have claimed a 
life of dedication to a cause yet acted in the shadows in ways which denied 
or counteracted their supposed cause. The Damned are wicked, furious, 
malevolent, and blood-thirsty Spirits that will do anything at an opportunity 
for redemption that will ultimately be denied. The Damned are quick to 
arrive at the service of the Disciple and they ask for very little if anything at 
all in return for their unrelenting service. 


The Undead - Generalized term for all of the undead beings that 
serve throughout Keraktes. They are unique in themselves, 7 hol = 
great power other than those supernaturally bestowed upon t e in their 
state of undeath. The Undead are comprised of ghost, specters p — 
ghouls, vampires, zombies, etc. It is important that when pla ng wit € 
soldiers of Keraktes, one does not make the mistake of confusing the reality 
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ol the Undead with the tales of lantany woven by modern culture as well ae 
distorted lolk lore, To experience them firsthand Is to truly understand the 
nature and the extent of power that these rotted fends possess. 

Vampir = As the Infernal ambassadors in a dead plane, the Vampir are 
lar beyond the scope of vampires, The Vampir are the servants of Matrigal, 
though naturally, they serve Zazazel before all others. Taking a myriad of 
forms, Vampir possess ungodly strength, speed, magickal aptitude, mastery 
of blood, and the powers to shift as well as dominate the mind’s of mortals. 

Visceral Skinhounds - While they are not hounds in the canine 
respect, visceral skinhounds are equally as predatory and vicious as any starved 
beast. These appear to be the favored pets of Oxibaero as he manipulates the 
death essence to reawaken the corpses which he systematically disembowels, 
feasts upon, and restructures. A mess of hulking, shambling tissue, flesh, 
and organs, the skinhounds continue their master’s work by committing the 
acts of necrophagia and slaughtering anything that unlike their rotten kind. 

Void Stalkers - Shadowy figures stalking about the planes as 
something both humanoid and cat-like, these shadow spirits are born into 
Keraktes when an individual first goes missing and their body is withered to 
dust without anyone finding them or honoring them with a proper burial. 
Void stalkers feed on the life breath of the sleeping body and they further 
enjoy drinking the life breath of individuals who are in trances, meditation, 
astral projecting and so forth. These spirits are primarily useful when the 
Necromancer requires the life essence of another delivered to them for ritual 
purpose, or to lay a black curse upon one’s soul. 

Yykarfeth, Lady of Umbra 

Asanenduri - A particularly vicious breed of shadefolk. They take 
the mirrored image of the individual they re stalking. However, they possess 
the mind-shattering and soul-tearing powers of the shadowkin. They are 


called upon by shadowmancers abound for their unique talents and their 
ability to walk amongst the regular populace unnoticed. 

Crossroad Shadows - Standing tall and silent, these brooding 
spirits of shadow can always be found when one is lost or facing a crisis. 


Their direction is always perfected and they are also willing to bargain for a 
Disciples most genuine wish to be granted. 
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Darklings - Smaller in stature, these humanoid shadow creatures 
have glowing silver eyes and gnashing teeth. Darklings are the severed 
shadows of the fey. They serve as familiars and companions, or as a legion, 
they make excellent assassins. 

Drenendari - Commonly referred to in slang as the succubi of 
the shadows, Drenendari are both seductive and lethal. Their ability to 
shapeshift, walk in shadows, and bend the minds of nearly any entity in 
the cosmos, they are ruthless in their pursuit to exterminate enemies of the 
shadows. Disciples often call upon them for their many services. 

Dryads - The fey who dwell in the trees find home among the 
shadows for in the dark they are undisturbed. In the shadows of many great 
and ancient trees, dryads take their humanoid form and utilize it to protect 
Disciples and their natural sanctuaries alike. 

Frost Maiden - Always appearing as strikingly beautiful women, a 
Frost Maiden lurks in the cold of night and nearly anytime during the winter. 
She thrives on luring men to their deaths and drinking their souls. 

Light Shadows - lf shadows are the opposites to light, then the 
light shadows are the exception entirely. Dwelling in light, they remain 
camouflaged to all. Their ability to exist in the light makes them lethal 
creatures. As informants and killers alike, Light Shadows can come and go 
where they please and have the ability to casually observe or attack without 
warning. 
Mandragora - When empowered by Nykarleth or Belnara, the 
mandrake is imbued with infernal and umbral power. Still retaining its 
size, it does however develop two thin black eyes and a jagged mouth. As 
a legion, they are little more than observers, but they are prized as they are 
often used as a catalyst for communication between the Disciple and his or 
her Patron or Patroness. 

Mistdweller - Twilight shadow fey. They emerge in the mist and 
fog that crawls over the world in the late night hours as well as before dawn. 
They are guides for Disciples, but may also be charged with the order of 
luring helpless enemies into a shrouded labyrinth of their own making until 


Such time as they finally kill the individual. 
Nymph - Living amongst the wilds, nymphs embody the raw and 
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creative aspects of the elements including the nothingness; the void; the 
shadow. They make fine companions and help Disciples to discover the 
power in the untapped wells of various energies. 

Redcaps - Murderous shadefolk who stain their hats in blood. They 
are swift, malevolent, and delight in their violence. Many Disciples call 
upon them to stalk traveling or sleeping enemies as there lacks evidence or 
witnesses to their being slain. Redcaps, if bargained with in this manner 
prove to be very helpful Legionnaires. 

Shadow People - The black wisps that jaunts just beyond your 
direct gaze; Shadow People can take the form of anything truly, but their 
commonly humanoid shape brings them closer to mortals. Observers, 
silent tormentors and hauntings, Shadow People can serve in a multitude of 
ways and often in such as delicate way that even the most veteran of sorcerers 
can never tell who sent them or what they may want. 


Shadowvore - Appearing like large shadowy maggots with human 
faces, Shadowvore are vicious, hateful, hungry, swift, and powerful shades. 
They are created when a particularly malevolent soul departs this world and 
a specific shadow ritual is cast over the grave to drag their shadow into 
L'Oirna Isto. The soul joins it; imprisoned in its new form and forced into 
servitude under Nykarleth. 

Siabhra - Fey of the mists. They take many forms, but they are 
all humanoid in shape. Their features run the gamut of faery lore, but 
they indeed are intelligent, cunning, and slightly twisted. Highly diplomatic 
and displaying great scholarship, Siabhra are helpful assistants, study 
companions, sages, and can always offer insights on spreading mischief. 

Sith - The much darker counterparts of the Siabhra. Also known 
as the Unseelie’, “Sluagh”, or even “Leanan sídhe”, they are calculated 
and wicked. Disciples who prefer the company of malevolent beings enjoy 
working with the Sith, who gladly take to the undoing an enemy. And their 
kin. And their network of friends and family alike. 

Tenebris - Creeping into the bedroom and encircling the head of 
one asleep, the Tenebris; a shadow demon enters the mind of the individual, 
plaguing them with madness-inducing terror. Through these nightmares, 
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the individual loses all sense of reality in the waking world until all is the 
nightmare to which they cannot wake from. The fear and horror radiated 
further feeds and empowers the Tenebris as it continues its wanton 
malevolence in the oneiro. 

Umbra Wolves - Incorporeal black wolves emerge to warn an 
individual that they ve strayed from their cause. Similar to fen hounds, 
umbra wolves are there to first warn, and second to drag a poor soul into 
L’Oirna Isto. Only those who have knowingly crossed the Disciple will be 
able to see, hear, and feel the wolves. 

Umbral Nymph - Like their non-umbral kin, these beauties of the 
moonlit elemental world are symbolic of the shadow aspects and shadow 
power in each element as well as in our own suppressed nature. They help us 
to make sense of our shadow self and to create greater power, understanding, 
and to channel higher levels of mastery in our lives through the union of light 
and shadow. When called, Umbral Nymphs will use any and all methods to 
help a Disciple to achieve their highest level of mastery and understanding 
of their shadow in their mission of apotheosis. 

White Lady - Mistaken as ghosts and commonly seen in graveyards 
or along roads, White Ladies are generally peaceful as they are the shades of 
those who've died without having said farewell. Their presence is soothing, 
healing, and the very energy stimulates our deepest aspects of the soul so 
that we can define the difficulties of our present and future so that we can 
once more take control and destroy all potential obstacles that lay in wait. 

Zhanith - The pure-blooded dwellers of L’Oirna Isto; the realm of 
shadows. They are humanoid in shape and features, those their skin is dark 
and ashen, their hair in tones of white and grey or shades to the deepest 
blacks, Zhanith are regal, highly intelligent as they are sophisticated, and 
yet they possess such a bizarre understanding of reality that few can fully 
understand it. Zhanith dwell in darkness and would see all worlds become 
eternal night as well. Their talents vary across the spectrum and they can 
be sought out to perform any task no matter how menial or grand. The 
shadows are theirs to control and weave it they do naturally. 
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Ulivryn, Lady of Charnagaen S’OFLoth 

Aranea — Possessing the soul of a spider-like demon, Aranea are 
shapeshifters, Typically quite beautiful, they can in a moment erupt with 
eight legs from their backs and two large fangs from their mouth. They 
seek to entangle individuals in webs of lies, false realities, as well as spiritual 
bondage and physical immobility. When called to do so, they will also 
drain the life from their prey in a slow, torturous fashion. 

Bane Spirits - Hailing from the deepest reaches of Charnaggen 
d’Oloth, Bane Spirits hunt for life essence. They are aspects of the Draelith 
who have given a part of their own soul to birth a powerful spirit capable of 
crossing the planes and devouring the soul of another. 

Draelfiends - Appearing to be attractive men and women with 
dark charcoal skin, white hair, and pointed ears, Draelfiends call upon the 
full malice and evil of the Hells. They command darkness to shroud the 
eyes, screams to fill the ears, and a thousand blades to be thrust into one’s 
heart. They revel in revealing knowledge of evil and destructive magicks to 
Disciples as much as they enjoy taking someone's last breath. 

Draelith - The inhabitants of Charnaggen d’Oloth. Called dark 
elves, and in popular culture “Drow’ or ‘Tlythiiri’, these ebon-skinned, light- 
haired elven beings existed long before our world was known. Specialists 
in demonic evocation, necromancy, death curses, assassination, poison 
making, seduction, hellfire politics, and murder, the Draelith are a race 
of subdwellers who seek nothing more than the exaltation of their race. 
However, they also freely align themselves with souls who are equally as dark 
and marked with the scars of hatred and touched by demons. Draelith are 
ruthless, cunning, and masterful in their pursuits. Highly sought after for 
their wisdom, techniques in elimination, and mastery of evil magickal arts, 
Draelith serve the full gamut for Disciples. 

Draelwolves - Half Draelith, half demonic wolf, the Draelwolves are 
the elite hunters in Draelith communities. Made this way by the Goddess, 
Illivryn, Draelwolves are fully capable of destroying towns in a night. As 
Legionnaires, they serve Disciples who are in need of protection as well as in 
eliminating many foes. 
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Fyeac ~ By afflicting an unwilling sacrifice to any of the Draelith 
Gods or Goddesses with hundreds of spider bites while casting a series 
of rituals over the dying offering, upon death will rise as a Fyeae. These 
demonic spirits are hateful and spread lethal toxins into the world for which 
there is no cure. They resemble humans in many ways save for the myriad 
open sores, wounds, and swollen parts of their face and body. Spider spew 
from their orifices as well as they roam the planes, 

Gloam Fae - Resembling the Draelith only smaller and with a pair 
of black feathered wings, Gloam Fae serve their masters with great loyalty. 
They often carry innate power directly channeled through from any Draelith 
God or Goddess in particular. 

Huil Elghinyrr'khel - Very much like mummies to the Draelith 
through wrapped in thick layers of heavy spider silk, the silk corpses as they 
are called in our tongue are reanimated upon death into this creature. It is 
starved to food, water, life itself and if given purpose by a Disciple, will serve 
relentlessly. 

Orbb Karliiken — Literally, “spider head”, these creatures appear to 
be decapitated heads with spider legs sprouting from the neck. Its open eyes 
are aware and filled with hate. For Disciples, the Orbb Karliiken are horrific 
entities that when manifested instill absolute horror in those that observe 
them. Further, they possess immense strength for acts of strangulation, 
piercing the throat, skull, or eyes, and they speak in a guttural tone. 

Rendan Orbb - “Abyss Spider’ as it is spoken in the native tongue 
refers to a monstrous hunting spider with one hundred legs. From the 
abdomen extends the torso of a lion-headed man. A gaping maw for a 
mouth is hidden underneath the creature. As militant as the Halibrix or 
Sentinels, but possessing power of destructive magicks as well as the ability 
to physically manifest during moments of intense rage, the Rendan Orbb is 
the elite war soldier among the Draelith’s fiendish army. 

Turanathirii Animus Demons - Song and dance have always been 
part of tribal ritual as well as sophisticated expression. These Demons teach 
us the methods of magick utilizing song, dance, instrumentation, sacred 
thythms, trance states in drum circles, sky-clad anamorphic dance, binaural 
chants, and how to use the arts as a way of channeling extreme levels of 
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Spiritual energy. 


Turanathirii Assassin Demons — The Turanathirii are special breed of 
Draelith who have made blood pacts with the Thirteen Blighted Lords and 
serve as soldiers for Disciple as they now possess demonic blood. Assassin 
Demons are just that. They travel and materialize out of shadows, poison, 
and kill. 

Turanathirii Lust Demons — Possessing the seductive skill, charisma, 
and charm of both the Draelith and Eldraath’s succubi, Lust Demons infiltrate 
and gather information, seduce and murder one’s enemies. They also are 
well-versed in magicks of the domains of lust, seduction, manipulation and 
enchantment. 

Turanathirii Magus Demons - Magus Demons possess the pure 
wisdom and understanding of the ancients and serve as advisors in all 
matters, to provide teachings of and use of their high arcane abilities, and 
for their ability to work deeply in the Void. 

Turanathirii Shadow Demons - To the Draelith, shadow is both 
the darkness and the reflection of light and good as well as the spirit that 
emerges after death. Turanathirii Shadow Demons possess great mastery 
over necromancy, shadowmancy, and the weaving of these two great powers 
together to cloak the world in death and darkness. 

Violet Widow - This pathetic female figure appears to have been 
the victim of a violent and demeaning crime. She radiates sorrow and 
shame. This is the bait for the unsuspecting for she lashes out and sucks 
the soul from the individual. Favored among Gravelords and Necromancers 
under the patronage of Kierinis, Violet Widows serve as personal protectors, 
companions, and executioners of the Disciple’s enemies. 


Senerron, Lady of the Abyss 

Abysmal Gorguron - The legends of Medusa are founded in these 
creatures. Their bodies, arms, and heads are that of women though poisonous 
serpents are entwined their hair. Their legs are able to transmute into a long 
serpentine body capable of grappling and moving in silence. They feed on the 
flesh and bones of humankind and delight in the opportunity to copulate with 
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mortals. They teach many techniques in the art of petrification, torture, and 
slaughter. 

Dread Demon - The fiendish remnants of murdered and aborted 
children. They are evil in every meaning as they employ their malice in the 
unrelenting pursuits of their neglectful kin. They are able to take the form of 
human children to disguise their horrific and often brutalized appearances, 

Hags of the Pit - Humanoid abominations who resemble sickly 
humans with cancerous growths, extra dead limbs growing from their bodies, 
and matted hair. They weave the darkest and most vile of magicks. They can 
throw curses like no other and gladly help Disciples understand these methods. 
Often times, children are made as offerings to them to feed their insane malice. 

Howling Demons - Related to Djinn, Howling Demons thrive on 
causing strife in a person’s life. They attack, rape, harm, and destroy the life 
of the individual and they usually torment in groups, thus making their work 
much more devastating and harder to confront. They move about in shadows 
taking the demonic form that transmutes hounds and humans. They are often 
seen as swirling masses of black mist and streams of dark clouds hovering just 
above the ground. 

Meerpherim - Large dark brown and black goats with the tail of a 
serpent and eyes of fire. They spit hellfire and are able to walk on their hind 
hooves if desired. They grant Disciples another form of protection and open 
up suppressed cores of energy within the soul. 

Malzikhid (Black Angel of the Inferno) - Part Angel, part Djinn. 
The Malzikhid are the progeny of Melki-resha/Malik-Resha, the King of 
Evil and Wickedness who rules much in the Abyss. They appear as strong 
men with black feathered wings. Their heads take the form of hyenas and 
their feet are clawed talons of a hawk. Their hands are long and mummified; 
blood staining their fingers. They are warriors, seducers, and murderers. 

Shifting Demon - Demonic lycanthropes of all forms. However, 
these beasts many times will shift certain parts of their body to give them 
the greatest advantage in whatever task they're performing. The progeny 
of M’bazn’s blessing, a Shifting Demon is a relentless hunter and upon 
consuming a being bearing a soul, they grow stronger, larger, and swifter. 
They teach Disciples how to shift forms, invoke demonic and animal spirits, 
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and how to become that which one wishes. 

Uabaras (Liege of the Abyss) - Massive winged demons with two 
pairs of strong, muscular arms. Its head and legs appear very goat-like 
though in its abdomen there opens a huge mouth with rows of gnashing 
teeth, An Uabaras is a creature of pure carnage without remorse. 

Vannogrins - Black-skinned Demons with large, leathery wings. 
Their silk always appears wet like tar in contrast to their glowing eyes. Often 
working in the shadows, Vannogrins lure people to suicide by afflicting 
them with sorrow and depression. They never let up as they wish only to 
pull souls into their abysmal domain and collect that precious currency that 
is the spirit. No form of medicine, psychological counseling, or priestly 
intervention can stop their work once they plant their seeds of suicide. 

Vengeance Wraiths - Injustice never goes unpunished. Those 
who ve lost their lives and livelihood to thieves, cheats, liars, manipulators, 
and ruiners many times return to a new life as such a wraith. 

Witches of the Depths - In the darkest reaches of the Abyss, the 
Witches reign. Those faithful to this hellish cause are given immortality 
and with an unparalleled boost to their power. They are masters of the 
occult sciences and speak the tongues of the immortals. To Disciples they 
assist in ritual; bestowing their great essence to the circle as well as teaching 
Disciples all they know. 

Xasiens - Appearing in every conceivable way as being human, they 
often take physical manifestation in our world though often times we are 
unaware. Xasiens are poison to the world as they deliver death, destruction, 
carnage, and pain wherever they go. They make optimal spies and assassins 
due to their ability to move throughout society. They possess no known 


identity therefore they simply vanish back into the Abyss when their work is 
one. 


Xath Ryrsian, Lord of the Dragons 

Astral Death Serpents - Serpentine dragons whose bodies are 
thousands of feet long, Astral Death Serpents are the devourers of those 
who walk the astral plane and into the draconic reaches without invitation. 
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They are also notorious for being the harbinger of nightmares, curses, and 
obliterating bloodlines with a breath. They protect the primordial kingdom 
with an unmatched fervor. | 

Cosmiens - Pseudodraconic humanoids; the immortal servants 
of the ancient Dragons who roam the spaces between the planes. Their 
appearance is that of large-statured men and women with glowing white, 
blue, silver, or gold eyes. They exude an aura that manifests like prismatic 
frost. They are messengers and protectors of the reaches and carry the 
voices of their Masters. 

Draconians - These are the folk who have inherited a part of a 
draconic soul. This is through pacts, blessings, and rituals that focus on 
draconic apotheosis. Draconians walk this plane as well as walk the other 

lanes. They are the teachers of this amazing cache of otherworldly powers. 

Earth Hollows - The mighty elementals of the natural world. Often 
emerging from the ground as a vaguely humanoid colossus. They rule the 
earth elements and protect the wilds as well as the cosmic energies so as 
to ensure that the wrong sorcerers don’t wield such amazing power for the 
wrong ideals. 

Leviathan - The beasts of the water. Horrid serpents capable of 
taking flight or moving across the ground at great speed, the Leviathan 
Demons are the siege weapons of the primordials and they are the heralds 
that the planes have been bridged; that the plane of Etheris is falling in 
submission to the Blighted Lords. 

Moon Souls - Masses of lunar energy taking the shape of crescent 
moons, they hover in the material cosmos. They are pure energy of darkness, 
feminine essence, divination, wisdom, shadow aspects of ourselves, and also 
apotheosis. They manifest during cosmic anomalies such as when planets 
align and even during the solstices and equinoxes. 

Primordial Elementals - The elementals of lore and legend. They 
emerge from the earth and sky, fire and oceans. They are storms of power 
that manifest at times when the particular area has been drowned in opposing 
energies. They can be called upon for bolstering effects in elemental magick 


as well as with communicating with the primordials in the outer reaches. 
Ss’surahk - Large serpents with the heads of humans. Similar to 
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the naga legends, they are just a vicious and malevolent. Call upon them for 
their ingenuity, wisdom, and talents in destroying one s enemies. 

Xyrikth’nyrkacos - Numbering into seemingly limitless forms, this 
breed of draconic entity derives its appearance and power directly from the 
Draconic Lords and Ladies. Each resembles the avatar state of their Master 
or Mistress and they also hold their dominion, though to a lesser degree of 
power, 


Creation of a Disciple’ s Legionnaires 

When a Disciple has need of calling forth his own Legionnaires, he 
must decide to call them from a source or to create them entirely. Creation 
is the only option then if one does not wish to rely upon what already is. 
To create something from nothing requires a greater flow of innate power, 
and so consequently, channeling is key here. The creation of a legion of 
Demons or infernal Spirits is then something that requires you to develop 
a deeper sense of your own objectives and a realistic understanding of who 
you are; what makes you tick and what fuels your spiritual fire. 

To begin, you must first allot the appropriate time and energies 
to making this manifest. You cannot be disturbed in any way. Your total 
concentration and focus must be solely on the creation of a Legion that will 
serve you and you alone. You must develop a perfect image of them as well 
in your mind. By this, you may also wish to draw, write, or in other way 
describe the legion you re calling forth. This should be done with certain 
special incenses or oils that align with your Legion burning. Meditate deeply 
and speak to them verbally. Call them by name as you would name your 
ritual tools. Explain who you are, that you are their new Master and follow 
up with anything that feels needed in your Spirit. 

I must make it concrete to you once more. Your ability to develop 
a full spectrum and absolutely detailed description of your Legionnaires. 
Allow me to give you my personal experience in this. Following my naming 
as a Blackguard, and having the desire to call forth my own legion loyal 
only to me, | looked upon my schedule to ensure of the time I would have 
available to fulfill this endeavor, 
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At the hour of midnight, I sat in my ritual space with a few sheets 
of paper, a pencil, cypress incense burning, and dark ambient music playing 
that fully complemented my work. With black candles burning, | sat in 
quiet meditation and allowed the key words and single word descriptions of 
their dominion transform into images of their physical form. This adjusted 
as | introduced elements of their being which I wanted to see in them: 
tattered layered robes, tall and slender horns, dessicated skin pulled tightly 
over their bones, raspy voice, their aura withering all living things, and so 
on. This time of preparation and creative development took a matter of a 
few hours as it needed to become so concrete in my mind that it was akin to 
recalling a powerful memory of having met them before rather than actually 
creating something. 

Once the image was very powerful and solidified in my mind, | 
proceeded to draw them out on paper. Luckily, I have a natural gift for 
artistry so this helped to create a physical representation of my Legion. With 
it completed, I stood and placed the drawing on the floor in my Temple. 
I allowed myself the ability to create yet another visual; that of seeing my 
Legion rise and stand before me in a pseudo spiritual form. After placing 
the drawing in the summoning sigil, I stood opposite to them and orated my 
creator's charge. This was a powerful, moving charge which spoke to them 
as if they were already in the flesh and before me. I gave them their orders 
after defining their many talents and abilities; giving them the understanding 
of what I expected of them. To close, I spoke unto them, I am Somnus 
Dreadwood, your Master, and you, the Azhentarii who rise now before me in 
servitude. You have been given your charge.” I stepped forward and folded the 
drawing into the summoning sigil and burned it in the candle nearest. “Go 
forth my Legion!” | commanded. My oration and the burning of the drawing 
and seal unleashed the full ferocity of my Legionnaires into this world. There 
was a rush of energy that shook my Temple and physically pushed me back to 


th {ly had to brace myself to hold my balance. 
Mev che me cae al the Azhentarii had been born into the planes. 


They seek their shelter in my shadow. This is not a difficult task, as it only 
requires a steadfast focus on your mission. Do this and you will have given 
tise to your own Legionnaires to faithfully serve you in your conquest. 
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Conjuration of Legionnaires Dia Sigifs 

There is a specialized seal for each Legionnaire discussed here. The 
execution of this ritual is very simple as these entities are already in existence 
and are already at the edge of the circle screaming and clawing to come 
forth. 

When you've found the Legionnaire that fits your needs, simply draw 
the sigil upon paper and seat yourself in a circle. Like with the Blackguard 
rites, place the candles at the points so that they are placed as if you were 
looking at an inverted star. You shall sit in the middle. Take another candle 
that is either scented with ritual oils or burn incense aligned with the Tower 
or use something generic that alters your mental state. 

Hold the sigil over the flame so as to illuminate, but do not burn the 
paper yet. Gaze upon the sigil and repeatedly chant the Legionnaires name. 
Call it forth in your own words. Entice it by discussing the goals that you 
have for calling it into this world. Have this conversation until such time as 
the atmosphere begins to change. Physical changes will occur in your ritual 
space. Allow this excitement to build until such time as you feel the energies 
surging through your body. Light the sigil ablaze and offer a final command 
such as, “I call you forth, Reavers of Keraktes! Enter Etheris! Reavers, come 
into this Temple! Now! Come forth, Reavers for I command it!” As the 
sigil burns to ash, the atmosphere will change heavily in your ritual space. 
From here, you need only command them as any powerful general and they 
shall obey. 

For Legionnaires you ve created yourself, follow the model I have 
given you through my own experience. This method works very well, but 
you can alter it as needed to fit your personal needs or style. It is important 
to fully desire their company as lukewarm Disciples only meet failure. Keep 
this in mind and so long as you are devout in your practices, you will succeed 
in all ventures. 
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Definition 


Named generally for all Spirits who serve Astrael and her 
servitors, they appear as white, silver, or dark featureless humanoids 
with a radiant, glowing aura and what appear to be tendrils that wave 
from their crowns and downward beyond their knees. 
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Definition 


Large, brooding creatures of the Astral Plane, Salisaer who 
seek to consume not only the mental energy of an individual, but 
their sanity, which opens a gate to consume the flesh as well. 
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Definition 
Similar to the Juggernaut, an astral stalker feeds on any 


misdirected mental energy, but they will attack weaker travelers of 


the Void when they feel they are superior to the Disciple. 
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Definition 

When an individual is consumed by negative thoughts 
and emotions to the point of a mental collapse, the astral body is 
separated from the flesh and wanders about seeking peace. Without 
sanity to govern the astral body, a bleak manifestation seeks out any 
positive thought in order to take it for its own in a trivial attempt to 
heal itself before the corporeal body eventually succumbs to death. 
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Definition 


Taking a variety of forms, dreamhounds are the product of 
a direct, malevolent attempt to attack the Disciple. This is many 
times called “psychic vampirism” or “psychic attack”. Dreamhounds 
typically take familiar forms in order to get close enough to the 
Disciple whose guard would be let down in order to attack the mind 
and spirit. Behind every dreamhound is an enemy who is actively 
focusing his or her hatred upon the Disciple. 
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Definition 

The result of a failed attempt to astral project. These entities 
are extremely rare and tend to be the product of non-human races. 
Due to the strain placed upon us when we astral project, there can 
be horrible mishaps. The overload of energy mixed with terribly 
mismatched planar energies, and usually the wicked handiwork of 
another will result in the complete destruction of an individual. 
Thus, as the physical body dies, the struggling soul is forever trapped 
at the gate in which it was walking through. Without purpose, they 
attempt to utilize another Disciple’s energies and psionic ability to 
return to their home plane and restore life now lost. 
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Definition 

The price for untold knowing is very high for most Disciples. 
Those who cannot cope with what they ve learned try to destroy the 
memories and in turn resort to suicide. What is bred from a psionic 
individual who ends their life at the pinnacle of their sorrow is what 
we call glooms. They are trapped in the astral and cannot escape. 
They join into the planar fibers which serve as their prison; forever 
reminding them of all they cannot escape: 
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Definition 

No one really knows what exactly the mind spires are, 
where they came from, or if they serve any true purpose who more 
dreadfully, who or what they might serve. They are massive black 
obelisk-like bodies which slowly float throughout the astral world, 
draining anything that nears too close of all of its vital energies. 
Picture the final image of yourself with your chakras dissolved from 
within your very being; smoky black holes marking the end you've 
met by coming too close to the mind spire. 
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Definition 


Any undead Spirit that possesses psionic abilities as well 
deathly powers can rightly be named a planar 

find the most numerous among their ranks 
ven necromancers who ve become more 





as their supernatural 
haunt. However, we 
being vampir, liches, and e 
dead than mortal. 
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Shadewalker 








Definition 

Similar to the Zhanith, whom are allied with the Cabal as far 
as their physical appearance, shadewalkers are swift, dark beings who 
take feline-like traits among their otherwise humanoid forms. While 
they usually do not make deliberate attempts to disrupt the Disciple, 
their continual stalking and curiosity is enough of a disruption to 
break one's focus. Be warned, if you do not send them off quickly, 
they will surely gather more and stalk you in both the corporeal 
world and the incorporeal. 
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Definition 

Egregores made of purely negative emotion, though they 
are not usually intentional entities. They tend to be created by an 
individual’s negative thought patterns which grow too powerful and 
break from their master. Much akin to a silent shadow demon, 
they are numerous enough throughout the planes to make their own 
races and they are just as great an annoyance to the Disciple as any 
mundane mortal thorn in the side. 
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Darkness 








Definition 


Dark, misty spirits that function as channelers of nocturnal 


energy as well as the cold aura of fear and death that comes from its 
very essence of being. 
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Definition 

Often times mistaken as shadow people or shadow demons, 
night shades are phantasmal manifestations of those who have 
committed suicide. When called forth, they offer their sorrow and 
insanity as a means of eliminating enemies by afflicting them with 
the same contemptible hatred of self. In greater detail, they often 
appear very handsome or beautiful save for the grotesque maiming 
marks of self-punishment. 
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Definition 
Shadowy beings about four to five feet tall. They are guides 


of nocturne and silent messengers and intellects who are aware of all 
that occurs in the dark. 
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Definition 

The true servants of Belnara; appearing as walking moss and 
tree bark, mushrooms, or a mass of leaves and vines. They are 
ambassadors and holders of great wisdom of nocturnal magick. 
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Definition 
Wolf-headed, female-bodied demons with leathery wings and 


a spiked chain in hand. Endoulkoth are voracious demons with a 
hunger for destruction and blood. 
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Definition 
Black-eyed, humanoid demons. They are the bestowers of 
power, crushers of enemies, and the elite soldiers of Cernobog’s 


Black Court. 
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Definition 

Massive demons with the mummified head of a bull, human 
torso, and large hairy legs with hooves. They have two pairs of 
arms and they spew acidic vapor as they speak. Halibrix hunger for 
destruction and are quick to assist their Callers in destroying any 


barrier, one s mental or spiritual fortress, castle walls, and bringing 
down temples. 
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Definition 

Tall, slender demons with a feminine form, but whose head 
contorts and reveals something akin to a snake when angered; 
Spitting a highly toxic venom which burns and rots flesh. Disciples 
find them to be protective companions and very territorial guardians 
of the Disciple and his or her possessions. 
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Definition 

More powerful than the Doumerasai, the Khandalin are the 
sons of the Black God. They appear similar in appearance to their 
infernal father, but they all possess large hands with razor sharp 
talons. They are masters of destruction and protection alike and are 


highly sought after by Disciples. 
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Definition 


Monstrously huge demons with the body of a lion with nine 
heads: each a twisted combination of a lion, human, raven, lizard, 
and a rat; they feast on negative emotions, terror, depression, etc. 
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Definition 

Taking the visage of tall, strong men albeit contorted like 
trolls of lore, the Abaasy bring disease and destruction to all they 
contact. They are brooding figures that will often haunt a place or 
person with their presence before striking. However, when they do, 
their wrath is swift and nothing can grow or live again where they 
struck else it too will die. 
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Definition 

Skin-changing demons who often appear in medical 
institutions. They take the visage of anyone they afflict and kill. 
Typically, these otherwise androgynous fiends take the guise of the 
terminally ill, elderly, or those who have been in the morgue. Death 
of all manner encapsulates their dominion. 
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Definition 

Formless as the Void, when called upon, these vaporous 
demons will enter into an area and leech the lifeforce, memories, and 
strength from an individual by which to disguise itself as or possess 
in order to eliminate them or another target. Entropy Demons are 
usually quiet, but their energies are very chaotic. 
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Definition 
Oft times considered the incubus or succubus of rot, Ilisarc 


display immense beauty, charisma, and carnal magnetism. When 
in the throes of intimacy, they afflict with all of their otherworldly 


diseases, maladies, and fatal toxins. 
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Definition 


Slender, feminine demons of alabaster skin and emotionless 
black shining eyes. The mouth is sewn shut, but from upon their 
bald heads, a long, voracious bloody maw opens running toward the 
back of their skull. Long, sharp fangs number into the dozens and 
snap at anything coming near it. Despite this, this demonic race 
does not speak verbally, but rather telepathically. Seemingly able to 
jaunt great expanses in a blink, the Phugulla are optimal servitors for 
those who feed on suffering. 


Plaque Demon 











Definition 

These demons, appearing as males and females of all ages 
wear tattered rags and shawls much like the victims of the bubonic 
plague. Their sickly pallor and overall grim appearance strikes fear 
into the hearts of their enemies as their gaze, word, and touch all lead 
to unspeakable suffering. 
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Definition 


Monstrous fiends having human torso, but with writhing 
tentacles for arms past the elbows and for legs, their heads are dome- 
shaped and reveal two glowing yellow eyes. Their skin tone varies, 
but they are often preceded by an overwhelming foul odor. Nylim 
express all sickness, the rotting of the living self akin to Ebola, and 
can both afflict and draw out the sickness of an individual. 





Definition 


Powerful male demons who often possess a person and 
surface all of their oppressed carnal behaviors, evil, and immorality. 


They appear as dark-skinned men with long black hair. 
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Definition 

Often appearing as young virginal girls, they bring with them 
tormenting nightmares, cause miscarriages, and can seduce even the 
most loyal of men. Ardat Lili often serve more powerful Lilin or the 
Archdemons themselves. 
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Definition 

Male demons; seductive and act as wise counselors and 
informants. Their attractiveness allows them to manipulate others 
and discover hidden knowledge or even lure one into their demise. 
Some serve as the consort to their Callers. 
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Definition 

Female demons; wickedly beautiful and entrancing. As the 
female counterpart to the incubi, they perform many of the same 
tasks. However, being as they are of Eldraath, they tend to be 
stronger in all aspects. Disciples most commonly find wise advisors, 
lovers and companions, and informants in succubi. 
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Definition 

Once believed the daughters of Lilith due to their name, they 
are actually the offspring of Eldraath. With supernatural beauty, they 
are embodiments of pleasure and sexuality. Their place in Eldraath s 
domain is directly beneath her and her Servitors. Her daughter, 
Synellion is once such Lilin. 
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Definition 

Beautiful women who have a serpents black tongue and 
shimmering green eyes, Ophyrria have often been depicted as 
gorgons, though they are one in the same. Ophyrria are wicked 
demons who are called upon to murder anyone in their sleep and 
steal their soul which is reborn in the Hells as another Ophyrria. 
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Definition 

Black-skinned male demons with long gazelle-like horns 
jutting back from their hairline. Their eyes and tongue are both a 
bloody crimson tone. They wear tattered long coats akin to that of 
colonial men, though the dark coats often take the form of tattered 
wings for them to fly upon. Sarugotha often times copulate with 
women in order to give birth to hellspawn humans with tainted 
blood: having a child with a natural affinity for magick, evoking 
demons, and bringing the fury of the Hells into the Etherian plane 
of mortals. Able to shapeshift, they are also savage hunters of flesh. 
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Definition 

Female demons; serpentine bodies with the human torso and 
head; territorial and vicious slayers of the enemies of Eldraath, her 
servitors, and Disciples. 
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Asheket 





Definition 
Wrapped entirely from head to toe in black cloth, the Azheket 


are infernal assassins. They are masters of delivering death, weapons, 
poisons, traps, and movement in shadow. Followers of Fortinghast 
conjure the Azheket during training purposes. 
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Definition 

Egridomae appear as human men or women clothed in tight 
black leather, drenched in blood. They often cause accidents to 
occur or incite violent conflicts in order to consume the emotion and 
life essence from the shed blood. 
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Definition 

Called upon to attack one’s enemy during sleep, the Idyris 
appear ghostly and frozen. Their unique clothing and physical 
appearance varies greatly. However, they torment ones mind with 
extreme terror via nightmares, causing insomnia and sleep-related 
illness, and also can imbue insanity due to their subtle tormenting 
methods. 
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Definition 

Demonesses dressed in the fashion of Sanazel: black and red 
leathers made of human flesh, tightly bound hair, and carrying small 
torture devices, blades, and other weapons used to cause extreme 
suffering without killing. Such demons are favored by sadistic 
Disciple who wish to eternally punish an enemy. 
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Definition 


These are a strange being; half spirit and half demon as it has 

been believed by Disciples as their energies are of both and they are 

neither bound by either seal individually, but rather by unique means 

to effect them as an entirely different being in themselves. Sentinels 

appear as their Patron; statuesque in the Roman fashion. Sentinels 
àre protectors, guards, and destroyers of one s enemies, 
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Definition 

Demons of varying size and shape and also belonging to 
the Carnifex demonic order. They often emerge from the shadows 
to cause agonizing pain to individuals especially of a contrasting 
spiritual persuasion. They revel in causing pain and death in religious 
clergy, social and governmental figures, and individuals of power as 


to bring them to their knees despite their facade of being “above” 
much of what the world can throw at them delights the Tzatir. 
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Definition 

Very similar to the biblical Demon, Legion, Torment are a 
network of Demons belonging to an infernal hivemind. Seemingly 
void of any genuine will or motive, they move at random throughout 
the world tormenting and haunting people physically, mentally, 
emotionally, and spiritually. For this reason, they are prime entities 
called upon by Disciples with a vendetta. 
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Definition 
When a person's soul has left the flesh shell of this world or 


has been forcibly removed and caged within a vessel, the Varzekatalae 
come forth to inflict pain upon them in a way that defies our ability 
to describe or formulate through human senses or words. Through 
their methods, many wisdoms and secrets are revealed and powers 
are extracted. 
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Definition 

Their source unknown, these are spirits that live within 
archaic tomes, books of lost wisdoms, and grimoires. It is believed 
they are created by all of the energies absorbed by the tome during 
Study, ritual, and by being touched in some way by another spirit or 
planar entity. They are often called to inhabit a personal tome or 
gtimoire and their ability to speak to us makes them invaluable when 
needing advice or arcane guidance. 
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Dark Siren 








Definition 

The agents of Illkeserod who seek out and obtain knowledge 
at all costs. They can always be called forth to obtain information 
from IIlkeserod’s coffers once the Disciple has journeyed to them 
through projection or Rites of the Gate. 
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Definition 


Appearing as attractive and charismatic humans, these spirits 
are easily capable of acquiring secrets and learning the finest details 
to any plan, area of study, or secret study. 


Synckor (Wisdom Devourers ) 
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Definition 

Appearing in the form of cloistered monks, beneath their 
hoods reveal a human body with wrinkled flesh. They have no eyes 
or noses, only a vortex for a mouth which they use to drain the 
knowledge and intellect from anyone they are focusing on. All they 
leave behind is a breathing husk of a human being looking to have 
been given the worst lobotomy in known history, 
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Definition 

Infernal Spirits of immense power. They are the souls of 
many arcanists who, upon their mortal death were recruited by 
Ilkeserod. They speak in powerful tongues preferring the speech 
of Demons, the Keraktian dialect, or in the Dark Speech. When 
confronted or ordered, they unleash their own magick in a barrage of 


destruction. 
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Definition 

Powerful guardians taking the form of monstrous demons 
but with the majesty and reserve of celestial angels. They provide 
excellent advice and protection for Disciples as they are the 
instruments of war in the Black Heavens. 
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Definition 


The truest guardians to any Disciple. They are ferocious 
demons that can shapeshift at will and bring the full ferocity of 
the Hells into combat. Loyal to the death, they will do all in their 
immortal power to protect the Disciple. 
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Definition 

Charismatic, loving healers in the Black Heavens. Just as 
there are warring angels and guardians, Elimae offer healing in all 
forms to Disciples or those they are called to heal. Elimae take on 
beautiful, soft-featured female bodies almost exclusively and many 
times take human shape to ensure they are close to the Disciple. 
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Definition 

Rejected angels from the celestial spheres, the Izrykael are 
lull of malice, but possess the knowledge of the light planes. They 
make wonderful assistants in scholarship as well as specialists in 
combating the forces of light and the high celestial spheres. 


Fallen 
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Definition 


Making up the whole of the legions under Kaziel’s command, 
the Fallen are angels who have fallen from grace. Their own will and 
desire driving them from the Heavens and into the multiverse, they 
serve in all manners of the spirit. The 
of their own in every aspect of magickal 
world in ways that Demons cannot. 


Fallen hold great dominion 
craft and can manipulate the 
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Definition 

Doll-sized demons with large black eyes, porcelain-like skin 
and two horns jutting from the temples and a single horn that curls 
back from the center of the forehead; clawed hands and feet, and 
a thin pointed tail; they speak wise counsel and try to ignite one's 
anger; servants of Ebonod or familiars to Necromancers. 
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Definition 

Misshapen sacks of putrid flesh and servants of Mitheahl. 
These charnel fiends exhibit all the traits of a masterful tactician, but 
with the hunger of a thousand dead. 
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Definition 

The name says it all. These are once proud, once powerful and 
holy angels of the celestial sphere. However, in their battle against 
the unholy, they have met their end by the hands of one masterfully 
skilled in necromancy. Their divine essence is transmuted into the 
necrotic, leaving a violent, murderous husk of its former self. They 
are by all accounts immensely powerful and should not be called 
forth without good reason. They possess the power to rain death 
and darkness in Etheris and elsewhere so the Necromancer must be 
confident in their control over the death essence. 
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Definition 

Mummy-like wraiths who steal souls and empower other 
Patrons of Keraktes and Necromancers alike through spiritual and 
death essence transference. 
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Definition 

Stout, rotted demons with expansive wings, long arms with 
elongated, skeletal claws, and multi-tentacle legs. Their heads are 
misshapen mounds of flesh with a void for a face, only two glowing 
eyes glow from within the void. 


Banshee 








Definition 


Ghastly women who, though beautiful turn hideous when 
they unleash a shriek that places a black mark on the listener's soul. 
Only the one intended to die will hear them. As the horde following 
Silrin, they also possess a calm nature when not being sent to deliver 
the message of impending death. 
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Definition 

Victims of gruesome and horrific deaths. Murder is the 
prime cause of these horrid monsters animation along with brutal 
accidents, neglect, abuse, and medical malpractice. Those who suffer 
at the hands of the murderous or by the neglectful make up this rank. 
They appear as they did in life - tattered, torn, broken, and sometimes 
dismembered. With the death essence flowing freely, a Necromancer 
who offers them open season will rejoice at the opportunity to create 
havoc in the planes and hell on earth. 
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Definition 

Legion of pseudodemonic, spirit tacticians and scholars; 
traditionally servants of Mephilure; appear with floor-length leather 
skirts, sigils tattooed all over the torso, arms, and neck: long, 
smooth, black horns project from the outer edge of the brow. They 


are masters of study and often partake freely in discussing one's 
learnings with the Necromancer. 
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Definition 

Something very bizarre occurs when a Necromancer or 
other Disciple of the dark arts passes away in the wilds, or when one 
who is deeply attuned to nature dies in an area tainted by a sylvan 
necromantic curse. The result is a mixture of part human corpse 
and part rotten vegetation. There is also an undeniable prowess they 
possess over the elements as well due to their magickal and spiritual 
essence joining the dead and dark world. Despite the name, they 
do not share much in common with the shambling, flesh-hungry 
zombies who serve under such patrons as Oxibaero. 
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Definition 

When a soul in our plane of Etheris is defiled in mind, body, 
or soul and driven to madness, the chances of their animation at 
death into one such being is astoundingly high. Rape is usually the 
most common factor I have observed which leads to these types of 
undead spirits. They look again, much as they did in life, though 
there is typically a complete absence of emotion or the opposite - 
lunacy beyond compare. 


Dream Haunt 








Definition 

It is possible to be scared to death. For those who ve suffered 
intense nightmares and who live in continual fear, this fate is always 
looming over their shoulder. In most instances, those who are scared 
to death do so because of a stroke or heart attack. Their reanimation 
results in their deathless form being a contortion of their mortal 
form and that of their worst fear. Needless to say, dream haunts can 
and do take on some very interesting and disturbing forms. In death, 
they in turn lash out and terrorize other mortals who too will likely 
become one themselves 





Definition 

Keraktian shade Spirits who serve to animate corpses 
as intelligent undead. Note: This seal can be drawn in blood or 
engraved into the forehead of a corpse and allow the seal to burn 
within its mouth to also animate the cadaver 
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Definition 


Fiendish, hungry undead that wander the planes feasting on 
dead flesh; commonly found on battlefields and in houses of death 
and morgues; due to their superior intellect, they commonly work to 
start fights, wars, and they spread disease. 
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Definition 
Servants of Abizal; appear with tattered bat wings and long 
legs with clawed feet. Their potent purpose is to assist in delivering 


souls, angels, spirits, demons, and other spiritual bodies unto their 
master for whatever heinous purpose is in mind. 
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Definition 

The Deathless: Sorcerers who have made soul pacts by 
having their soul placed in the eye of a magical needle. By virtue 
of their unique origin, the needle is inside an egg, which is inside a 
duck. which is inside a hare, which is locked in an iron chest placed 
at the roots of a great oak tree, which is in a hole in the ground on 
the island of Buyan. Koschei can be killed only by breaking the 
magical needle, which is much like the phylactery of a lich. 
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Definition 

Demonic legion of would-be liches whose souls were 
destroyed during the ritual of transmogrification; appear with black 
burial cloth with goat skulls and bony claws. 
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Definition 


Female counterparts of the Lchaskha. 

Note: There is a differentiation made by Zazazel himself in 
this as he has made it very clear that the feminine mystique possesses 
its own unique innate magickal power. 
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Definition 

Elite servants of Adael; appear as freshly deceased or rotted 
corpses of beautiful men and women with a power to entrance, 
charm, and seduce even the most pious souls. Having entranced the 
individual, they can be lured to their own demise or into the hands 
of the Necromancer. 
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Definition 


Mysterious female spirits harboring a deep-seeded shame, 
guilt, or regret. Summoning and assisting them in being free of this 
negativity will result in their own unique spiritual transfiguration into 
a powerful Keraktian Spirit able of doing grand things; creating their 
own dominion focused around their talents, skills, motivations, and 


philosophies they held in life, though heavily amplified in undeath. 
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Definition 

Freakishly slender, black-skinned shadow demons; no eyes 
yet have inhumanly wide smiles; servants of Tenebrion. They roam 
about the darkness in search of those who walk alone. They cloud 
their minds and drag them into the pits of dread whereby the weak 
are made into blood and soul slaves for the undead. 
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Definition 

Frog-headed infernal Spirits with the legs of a rabbit and 
wings of a bird, their arms and chest are human and they usually 
have horns or produce a noxious fog wherever they go; servants 
of Feylorne. They assist the Necromancer by offering wisdoms of 
their Master though normally through riddles, symbols, or through 
double speech. 
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Definition 

Appearing as mummified or desiccated servants of any 
pharaoh though with the head of a goat, bull, jackal, hyena, or in 
other instances whereby the elite wear the burial mask of a pharaoh. 
Serving Atohn and Imoth, they cast down one’s enemy's barriers, 
protect their master, and assist in rituals of raising the dead. 
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Definition 


Reavers prey on the souls of the pious, the arrogant, the drug- 
addicted, and the vain over all others. They delight in sowing pain 
and suffering into the planes. They are both quick and agile and 
joined with a supernatural strength that surpasses even that of the 
elder vampir, reavers are a terrifying force to behold. Only the most 
depraved souls attain being made into reavers upon their death. Of 
course, they too are chosen by Sirah at the moment of their birth 
and are called precisely at the hour of death. The Necromancer will 
find reavers to be swift when only brutality will do. 
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Definition 


Servants of Sirah and Ebonod; adorned from head to toe 
in leather, chains, rope, hooks, and blades, they carry razor blade 
scourges, jagged rusted knives, and primitive embalming tools by 
which to flay one's enemy. 
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Definition 
Appearing in all forms of men, women, and children, the 
Damned are the twisted souls of heretics, those of the clergy who denied 
their deity, forgotten spirits who have vanished from the memory of their 
families, unbaptized and aborted children, and those who have claimed 
a life of dedication to a cause yet acted in the shadows in ways which 
denied or counteracted their supposed cause. The Damned are wicked, 
furious, malevolent, and blood-thirsty Spirits that will do anything at 
an opportunity for redemption that will ultimately be denied. The 
amned are quick to arrive at the service of the Disciple and they ask 
for very little if anything at all in return for their unrelenting service. 
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Definition 

Generalized term for all of the undead beings that serve 
throughout Keraktes. They are unique in themselves, but hold no 
great power other than those supernaturally bestowed upon them 
in their state of undeath. The Undead are comprised of ghost, 
specters, phantasms, ghouls, vampires, zombies, etc. It is important 
that when working with the soldiers of Keraktes, one does not make 
the mistake of confusing the reality of the Undead with the tales o! 
fantasy woven by modern culture as well as distorted folk lore. +° 
experience them firsthand is to truly understand the nature and the 
extent of power that these rotted fiends possess, 


252 


Dam pir 











A 
p< 


Definition 

As the Infernal ambassadors in a dead plane, the Vampir 
are far beyond the scope of vampires. The Vampir are the servants 
of Matrigal, though naturally, they serve Zazazel before all others. 
Taking a myriad of forms, Vampir possess ungodly strength, speed, 
magickal aptitude, mastery of blood, and the powers to shift as well 
as dominate the minds of mortals. 
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Definition 

While they are not hounds in the canine respect, visceral 
skinhounds are equally as predatory and vicious as any starved beast. 
These appear to be the favored pets of Oxibaero as he manipulates 
the death essence to reawaken the corpses which he systematically 
disembowels, feasts upon, and restructures. A mess of hulking. 
shambling tissue, flesh, and organs, the skinhounds continue theif 


master s work by committing the acts of necrophagia and slaughtering 
anything that unlike their rotten kind. 
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Definition 

Shadowy figures stalking about the planes as something both 
humanoid and cat-like, these shadow spirits are born into Keraktes 
when an individual first goes missing and their body is withered to 
dust without anyone finding them or honoring them with a proper 
burial. Void stalkers feed on the life breath of the sleeping body and 
they further enjoy drinking the life breath of individuals who are in 
trances, meditation, astral projecting and so forth. These spirits are 
primarily useful when the Necromancer requires the life essence of 
another delivered to them for ritual purpose, or to lay a black curse 
upon one's soul. 
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Definition 

A particularly vicious breed of shadefolk. They take the 
mirrored image of the individual they re stalking. However, 
they possess the mind-shattering and soul-tearing powers of the 
shadowkin. They are called upon by shadowmancers abound for 
their unique talents and their ability to walk amongst the regular 
populace unnoticed. 


Crossroad Shadow 
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Definition 
Standing tall and silent, these brooding spirits of shadow can 
lost or facing a crisis. Their direction is 


e also willing to bargain for a Disciple’s 


always be found when one is 
always perfected and they ar 
most genuine wish to be granted. 
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Definition 

Smaller in stature, these humanoid shadow creatures have 
glowing silver eyes and gnashing teeth. Darklings are the severe 
shadows of the fey. They serve as familiars and companions, or aS ê 
legion, they make excellent assassins. 
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Definition 


Umbral slang used for the succubi of the shadows, Drenendari 
are both seductive and lethal. Their ability to shapeshift, walk in 
shadows, and bend the minds of nearly any entity in the cosmos, they 
are ruthless in their pursuit to exterminate enemies of the shadows. 
Disciples often call upon them for their many discrete services. 
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Definition 

The fey who dwell in the trees find home among the shadows 
for in the dark they are undisturbed. In the shadows of many great 
and ancient trees, dryads take their humanoid form and utilize it to 
protect Disciples and their natural sanctuaries alike. 

Note: The seal doesn’t need to even look close to this save 
for the bottom ornamentation. It should be drawn anamorphically 


and the energies should draw itself through you as if you were ghost 
writing. 
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Definition 
Always appearing as strikingly beautiful women, a Frost 
Maiden lurks in the cold of night and nearly anytime during the 


winter. She thrives on luring men to their deaths and drinking their 
souls. ' 
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Definition 

If shadows are the opposites to light, then the light shadows 
are the exception entirely. Dwelling in light, they remain camouflaged 
to all. Their ability to exist in the light makes them lethal creature 
As informants and killers alike, Light Shadows can come and go 


where they please and have the ability to casually observe oF attach 
without warning. 


224 





Definition 
When empowered by Nykarleth or Belnara, the mandrake is 


imbued with infernal and umbral power. Still retaining its size, it 
does however develop two thin black eyes and a jagged mouth. Asa 
legion, they are little more than observers, but they are prized as they 
are often used as a catalyst for communication between the Disciple 
and his or her Patron or Patroness. 

Note: Engrave this seal upon the mandrake root, or draw it 
in blood and tie it fast around the root with natural twine or vines. 
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Definition 

Twilight shadow fey. They emerge in the mist and fog that 
crawls over the world in the late night hours as well as before dawa. 
They are guides for Disciples, but may also be charged with the 
order of luring helpless enemies into a shrouded labyrinth of their 
own making until such time as they finally kill the individual. 
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Definition 

Living amongst the wilds, nymphs embody the raw and 
creative aspects of the elements including the nothingness; the void; 
the shadow. They make fine companions and help Disciples to 
discover the power in the untapped wells of various energies. 
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Definition 
Murderous shadefolk who stain their hats in blood. They 


are swift, malevolent, and delight in their violence. Many Disciples 
call upon them to stalk traveling or sleeping enemies as there lacks 
evidence or witnesses to their being slain. Redcaps, if bargained with 
in this manner prove to be very helpful Legionnaires. 
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Definition 

The black wisps that jaunts just beyond your direct gaze; 
Shadow People can take the form of anything truly, but their commonly 
humanoid shape brings them closer to mortals. Observers, silent 
tormentors and hauntings, Shadow People can serve in a multitude 
of ways and often in such as delicate way that even the most veteran 
of sorcerers can never tell who sent them or what they may want. 
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Definition 
Appearing like large shadowy maggots with human faces, 


Shadowvore are vicious, hateful, hungry, swift, and powerful shades. 
They are created when a particularly malevolent soul departs this 
world and a specific shadow ritual is cast over the grave to drag their 
shadow into LOirna Isto. The soul joins it; imprisoned in its new 
form and forced into servitude under Nykarleth. 
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Definition 

Fey of the mists. They take many forms, but they are all 
humanoid in shape. Their features run the gamut of faery lore, but 
they indeed are intelligent, cunning, and slightly twisted. Highly 
diplomatic and displaying great scholarship, Siabhra are helpful 
assistants, study companions, sages, and can always offer insights on 
spreading mischief. 
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Definition 

The much darker counterparts of the Siabhra. Also known as 
the “Unseelie”, “Sluagh”, or even “Leanan sídhe”, they are calculated 
and wicked. Disciples who prefer the company of malevolent beings 
enjoy working with the Sith, who gladly take to the undoing an 
enemy. And their kin. And their network of friends and family alike. 
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Definition 


Creeping into the bedroom and encircling the head of 
one asleep, the Tenebris; a shadow demon enters the mind of the 
individual, plaguing them with madness-inducing terror. Through 
these nightmares, the individual loses all sense of reality in the 
waking world until all is the nightmare to which they cannot wake 
from. The fear and horror radiated further feeds and empowers the 
Tenebris as it continues its wanton malevolence in the oneiro. 
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Definition 

Incorporeal black wolves emerge to warn an individual that 
they ve strayed from their cause. Similar to fen hounds, umbra 
wolves are there to first warn, and second to drag a poor soul into 


L Oirna Isto. Only those who have knowingly crossed the Disciple 


will be able to see, hear, and feel the wolves, 
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Definition 

Like their non-umbral kin, these beauties of the moonlit 
elemental world are symbolic of the shadow aspects and shadow 
power in each element as well as in our own suppressed nature. 
They help us to make sense of our shadow self and to create greater 
power, understanding, and to channel higher levels of mastery in our 
lives through the union of light and shadow. When called, Umbral 
Nymphs will use any and all methods to help a Disciple to achieve 
their highest level of mastery and understanding of their shadow in 
their mission of apotheosis. 
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White Lady 











Definition | 

Mistaken as ghosts and commonly seen in graveyards ot 
along roads, White Ladies are generally peaceful as they are the 
shades of those who've died without having said farewell. Their 
presence is soothing, healing, and the very energy stimulates our 
deepest aspects of the soul so that we can define the difficulties of 
our present and future so that we can once more take contro! and 
destroy all potential obstacles that lay in wait. 
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Definition 

The pure-blooded dwellers of LOirna Isto; the realm of 
shadows. They are humanoid in shape and features, those their skin 
is dark and ashen, their hair in tones of white and grey or shades to 
the deepest blacks. Zhanith are regal, highly intelligent as they are 
sophisticated, and yet they possess such a bizarre understanding of 
reality that few can fully understand it. Zhanith dwell in darkness 
and would see all worlds become eternal night as well. Their talents 
vary across the spectrum and they can be rough! out to perform 
any task no matter how menial or grand. The shadows are theirs to 
control and weave it they do naturally. 
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Definition 

Possessing the soul of a spider-like demon, Aranea are 
shapeshifters. Typically quite beautiful, they can in a moment erupt 
with eight legs from their backs and two large fangs from their mouth. 
They seek to entangle individuals in webs of lies, false realities, as 
well as spiritual bondage and physical immobility. When called to 
do so, they will also drain the life from their prey in a slow, torturous 
fashion. 
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Definition 
Hailing from the deepest reaches of Charnaggen d'Oloth, 


Bane Spirits hunt for life essence. They are aspects of the Draelith 
who have given a part of their own soul to birth a powerful spirit 
capable of crossing the planes and devouring the soul of another. 
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Definition 

Appearing to be attractive men and women with dark charcoal 
skin, white hair, and pointed ears, Draelfiends call upon the full 
malice and evil of the Hells. They command darkness to shroud the 
eyes, screams to fill the ears, and a thousand blades to be thrust into 
one’s heart. They revel in revealing knowledge of evil and destructive 
magicks to Disciples as much as they enjoy taking someone's last 


breath. 
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Definition 

The inhabitants of Charnaggen dOloth. Called dark elves, and 
in popular culture “Drow” or “Tlythiiri’, these ebon-skinned, light-haired 
elven beings existed long before our world was known. Specialists in 
demonic evocation, necromancy, death curses, assassination, poison 
making, seduction, hellfire politics, and murder, the Draelith are a race 
of subdwellers who seek nothing more than the exaltation of their race. 
However, they also freel align themselves with souls who are equally 
as dark and marked with the scars of hatred and touched by demons. 
Draelith are ruthless, cunning, and masterful in their pursuits. Highly 
sought after for their wisdom, techniques in elimination, and mastery of 
evil magickal arts, Draelith serve the full gamut for Disciples. 


239 


D rac [w 0 [f 








iA 





Definition 

Half Draelith, half demonic wolf, the Draelwolves are the elite 
hunters in Draelith communities. Made this way by the Goddess, 
Illivryn, Draelwolves are fully capable of destroying towns in a night. 
As Legionnaires, they serve Disciples who are in need of protection 
as well as in eliminating many foes. 
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Definition 

By afflicting an unwilling sacrifice to any of the Draelith 
Gods or Goddesses with hundreds of spider bites while casting a 
series of rituals over the dying offering, upon death will rise as a 
Fyeae. These demonic spirits are hateful and spread lethal toxins 
into the world for which there is no cure. They resemble humans in 
many ways save for the myriad open sores, wounds, and swollen parts 
of their face and body. Spiders spew from their orifices as well as 
they roam the planes. 
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Definition 

Resembling the Draelith only smaller and with a pair of black 
feathered wings, Gloam Fae serve their masters with great loyalty. 
They often carry innate power directly channeled through from any 


Draelith God or Goddess in particular. 
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Det inition 

Very much like mummies to the Draclith through wrapped in 
thick layers of heavy spider silk, the silk corpses as they are called in 
our tongue are reanimated upon death into this creature. It is starved 
to food, water, life itself and il given purpose by a Disciple, will serve 
relentlessly. 
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Definition 

Literally, “spider head”, these creatures appear to be 
decapitated heads with spider legs sprouting from the neck. Its 
open eyes are aware and filled with hate. For Disciples, the Orbb 
Karliiken are horrific entities that when manifested instill absolute 
horror in those that observe them. Further, they possess immens: 
strength for acts of strangulation, piercing the throat, skull, or ey 
and they speak in a guttural tone. 
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Rendan Orbs 











Definition 


“Abyss Spider’ as it is spoken in the native tongue refers to a 
monstrous hunting spider with one hundred legs. From the abdomen 
extends the torso of a lion-headed man. A gaping maw for a mouth 
is hidden underneath the creature. As militant as the Halibrix or 
Sentinels, but possessing power of destructive magicks as well as the 
ability to physically manifest during moments of intense rage, the 
Rendan Orbb is the elite war soldier among the Draelith’s fiendish 
army. 
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Definition 


Song and dance have always been part of tribal ritual as well 
as sophisticated expression. These Demons teach us the methods 
of magick utilizing song, dance, instrumentation, sacred rhythms, 
trance states in drum circles, sky-clad anamorphic dance, binaural 
chants, and how to use the arts as a way of channeling extreme levels 
of spiritual energy. 
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Definition 

The Turanathirii are a special breed of Draelith who have 
made blood pacts with the Thirteen Blighted Lords and serve as 
soldiers for Disciple as they now possess demonic blood. Assassin 
Demons are just that. They travel and materialize out of shadows, 


poison, and kill. 
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Definition 

Possessing the seductive skill, charisma, and charm of 
both the Draelith and Eldraath’s succubi, Lust Demons infiltrate 
and gather information, seduce and murder one’s enemies. They 


also are well-versed in magicks of the domains of lust, seduction, 
manipulation and enchantment. 
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Definition 


Magus Demons possess the pure wisdom and understanding 
of the ancients and serve as advisors in all matters, to provide 
teachings of and use of their high arcane abilities, and for their ability 
to work deeply in the Void. 
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Definition 

To the Draelith, shadow is both the darkness and the 
reflection of light and good as well as the spirit that emerges after 
death. Turanathirii Shadow Demons possess great mastery over 
necromancy, shadowmancy, and the weaving of these two great 
powers together to cloak the world in death and darkness. 
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Definition 
This pathetic female figure appears to have been the victim of 


a violent and demeaning crime. She radiates sorrow and shame. This 
is the bait for the unsuspecting for she lashes out and sucks the soul 
from the individual. Favored among Gravelords and Necromancers 
under the patronage of Kierinis, Violet Widows serve as personal 
protectors, companions, and executioners of the Disciple s enemies. 
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Definition 

The legends of Medusa are founded in these creatures. Their 
bodies, arms, and heads are that of women though poisonous serpents 
are entwined in their hair. Their legs are able to transmute into a 
long serpentine body capable of grappling and moving in silence. 
They feed on the flesh and bones of humankind and delight in the 
opportunity to copulate with mortals. They teach many techniques 
in the art of petrification, torture, and slaughter. 
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Definition 
The fiendish remnants of murdered 
They are evil in every meaning as they emp 


and aborted children. 
loy their malice in the 


unrelenting pursuits of their neglectful kin. They are able to take the 
form of human children to disguise their horrific and often brutalized 


appearances. 
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Definition 

Humanoid abominations who resemble sickly humans with 
cancerous growths, extra dead limbs growing from their bodies, and 
matted hair. They weave the darkest and most vile of magicks. They 
can throw curses like no other and gladly help Disciples understand 
these methods. Often times, children are made as offerings to them 
to feed their insane malice. 
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Definition 


Related to Djinn, Howling Demons thrive on causing strife 
in a person's life. They attack, rape, harm, and destroy the life of 
the individual and they usually torment in groups, thus making their 
work much more devastating and harder to confront. They move 
about in shadows taking the demonic form that transmutes hounds 
and humans. They are often seen as swirling masses of black mist 
and streams of dark clouds hovering just above the ground. 


255 





Ange 







Dy 
Sra 





Definition 

Large dark brown and black goats with the tail of a serpent 
and eyes of fire. They spit hellfire and are able to walk on their hind 
hooves if desired. They grant Disciples another form of protection 
and open up suppressed cores of energy within the soul. 
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Definition 

Part Angel, part Djinn. The Malzikhid are the progeny of 
Melki-resha/Malik-Resha, the King of Evil and Wickedness who 
rules much in the Abyss. They appear as strong men with black 
feathered wings. Their heads take the form of hyenas and their feet 
are clawed talons of a hawk. Their hands are long and mummified; 
blood staining their fingers. They are warriors, seducers, and 
murderers. 
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Definition 

Demonic lycanthropes of all forms. However, these beasts 
many times will shift certain parts of their body to give them the 
greatest advantage in whatever task they're performing. The progeny 
of M’bazn’s blessing, a Shifting Demon is a relentless hunter and 
upon consuming a being bearing a soul, they grow stronger, larger, 
and swifter. They teach Disciples how to shift forms, invoke demonic 
and animal spirits, and how to become that which one wishes. 
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Labaras (Liege of the Abyss) 












Definition 

Massive winged demons with two pairs of strong, muscular 
arms. Its head and legs appear very goat-like though in its abdomen 
there opens a huge mouth with rows of gnashing teeth. An Uabaras 
is a creature of pure carnage without remorse. 
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Definition 

Black-skinned Demons with large, leathery wings. Their 
silk always appears wet like tar in contrast to their glowing eyes. 
Often working in the shadows, Vannogrins lure people to suicide 
by afflicting them with sorrow and depression. They never let up 4 
they wish only to pull souls into their abysmal domain and collect 
that precious currency that is the spirit. No form of medicine, 
psychological counseling, or priestly intervention can stop their 
work once they plant their seeds of suicide. 


Wen qeance Wraith 
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Definition 


Injustice never goes unpunished. Those who've lost their 
lives and livelihood to thieves, cheats, liars, manipulators, and ruiners 
many times return to a new life as such a wraith. 
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Witch of the Depths 











Definition 

In the darkest reaches of the Abyss, the Witches reign: 
Those faithful to this hellish cause are given immortality and with 
an unparalleled boost to their power. They are masters of the occult 
sciences and speak the tongues of the immortals. To Disciples they 
assist in ritual; bestowing their great essence to the circle as well as 


teaching Disciples all they know. 
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Definition 

Appearing in every conceivable way as being human, they 
often take physical manifestation in our world though often times we 
are unaware. Xasiens are poison to the world as they deliver death, 
destruction, carnage, and pain wherever they go. They make optimal 
spies and assassins due to their ability to move throughout society. 
They possess no known identity therefore they simply vanish back 
into the Abyss when their work is done. 
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Definition 

Serpentine dragons whose bodies are thousands of feet long, 
Astral Death Serpents are the devourers of those who walk the astral 
plane and into the draconic reaches without invitation. They are 
also notorious for being the harbinger of nightmares, curses, and 
obliterating bloodlines with a breath. They protect the primordial 
kingdom with an unmatched fervor. 
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Cosmien 








Definition 

Pseudodraconic humanoids; the immortal servants of the 
ancient Dragons who roam the spaces between the planes. Their 
appearance is that of large-statured men and women with glowing 
white, blue, silver, or gold eyes. They exude an aura that manifests 
like prismatic frost. They are messengers and protectors of the 
reaches and carry the voices of their Masters. 
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Definition 

These are the folk who have inherited a part of a draconic 
soul. This is through pacts, blessings, and rituals that focus on 
draconic apotheosis. Draconians walk this plane as well as walk 


the other planes. They are the teachers of this amazing cache of 
otherworldly powers. 
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Definition 


The mighty elementals of the natural world. Often emerging 
from the ground as a vaguely humanoid colossus. They rule the 
earth elements and protect the wilds as well as the cosmic energies 
so as to ensure that the wrong sorcerers don’t wield such amazing 
power for the wrong ideals. 
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Leviathan 











Definition 

The beasts of the water. Horrid serpents capable of taking 
flight or moving across the ground at great speed, the Leviathan 
Demons are the siege weapons of the primordials and they are the 
heralds that the planes have been bridged; that the plane of Etheris is 
falling in submission to the Blighted Lords. 
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Definition 
Masses of lunar energy taking the shape of crescent moons, 


they hover in the material cosmos. They are pure energy of darkness, 
feminine essence, divination, wisdom, shadow aspects of ourselves, 
and also apotheosis. They manifest during cosmic anomalies such 
as when planets align and even during the solstices and equinoxes. 
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Definition 

The elementals of lore and legend. They emerge from the 
earth and sky, fire and oceans. They are storms of power that manifest 
at times when the particular area has been drowned in opposing 
energies. They can be called upon for bolstering effects in elemental 
magick as well as with communicating with the primordials in the 
outer reaches. 
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Definition 


Large serpents with the heads of humans. Similar to the 
naga legends, they are just a vicious and malevolent. Call upon them 
for their ingenuity, wisdom, and talents in destroying one s enemies. 
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Definition 


Numbering into seemingly limitless forms, this breed of 
draconic entity derives its appearance and power directly from the 
Draconic Lords and Ladies. Each resembles the avatar state of their 
Master or Mistress and they also hold their dominion, though to a 
lesser degree of power. 
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Seal § of the Of ighted Lords 


Book Six: Seals of the Sf rqhted Lot: 


Àn incredible power rests on the threshold for you now throug 
this chapter of this tome. In all instances, to call forth any particula 
entity, you shall require its sigil. However, when you have various Entities 
who all possess great power in one particular area in the planes, as weli 
beneath one leading being, you shall no longer have need of each individy, 
sigil. With the Thirteen Towers of Apotheosis in the Maergzjiran Cabal, 
structure for ascending rank, you are given the opportunity to work wi 
myriad Demons, Spirits, Fallen Angels, Draelith, Dragons, Shadows, and 
other planar royalty. The Blighted Lord who seats himself or herself a 
the top of each Tower oversees all power, all influence, and all essence tha 
circulates in their domain. Their servitors are also Lords and Ladies of 
immense power, but possess less influence in the totality of the scorned and 
forgotten Hells of Maergzjirah. In this chapter, we discuss the means by 
which to call all Lords and Ladies of each Tower of Apotheosis through the 
Blighted Lords who sit at the height of each. 


Know Thy Serf 


It is always important when working with any immortal spirit to realize 


your own unique place in this plane and what you seek to gain through you 


working with the Blighted Lords. Just as unique as you and your pers% 
mission are, the same is true for the Blighted Lords in their motivations + 
personal dominion. To make a proper connection is key as your work vi 
forever be empowered. 


K now Thy Tower 


As you realize what you need, seek the Tower of Apotheos" s | 


therein lies all great powers to accomplishing what you desire. Possess!" 
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the correct target for your workings will create a 
which is highly conducive for success In your 
of Apotheosis and thelr dominions are... 


f amplified flow of energy 
personal mission. The Towers 


Tower of the Vold - Psychic ability and psionics, divination, 
astral projection, meditation, void magick, bilocation, psychometabolic 
augmentation, 

Tower of Nocturnus - Nocturnal magick, the night, moon magick, 
nocturnal familiars, darkness, stealth. | 

Tower of the Iron Throne - Authority, kingship, demonic pacts, 
destruction and protection magicks, infernal communion. 

Tower of Maladies - Sickness, diseases, plagues, poison, pestilence, 
mithridatism. 

Tower of Whispers - Charisma, seduction, tantric magick, sexual 
sorcery, social domination, enchantment, betwixing 

Tower of Pain — Torture, execution, assassination, martial arts, 
enslavement, soul torment, combat, war. 

Tower of Secrets - Knowledge, wisdom, discoveries, finding lost 
treasures, deciphering ancient and planar secrets. 

Tower of the Fallen - Healing, resurrection, aestheticism, universal 
balance, empathy, militant protection. 

Tower of Atrophy - Necromancy, death, undeath, corporeal and 
incorporeal undead, death hexes, raising the dead, lichdom, vampiric magick. 

Tower of Umbra - Shadows, darkness, shadowmancy, illusion, 
stealth, spiritual consumption, insanity. 

Tower of Cressen - Black magick, spiders, natural venoms, slavery, 
tyranny, draelith pacts, doom branding, deceit, torture, trickery. 

Tower of the Abyss - Carnal power, destruction, evil, demonic 
conjuration, carnage, vile curses, demonic invocation. 

Tower of Stars - Draconic magick, primordial essence channeling, 
planar knowledge, bending time and space, invoking planar forces. 
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now Chy Bh qhted Lord 

From each Tower, you shall find the Blighted Lord who is Seated 
upon its throne. Beneath them is their Court which encompasses those 
who possess the greatest power and influence in the Blighted Lord’s domain, 
Each serves Disciples with a unique array of powers, abilities, and knowledge 
Again, knowing which to seek out is the cornerstone to what Shall folloy 
as a successful ritual for acquiring the goals of conquest you ve laid out for 
yourself. Below you shall find the individual Blighted Lords per Tower of 
Apotheosis followed by the members of their Court. For each, | give you a 
brief description of their individualized dominion. 


Cower of the Dord 

Astraef, the Oracfe Z Lady of the Dod 

Psychic power, divination, astral travel, omniscience 

Astrael carries a very calm demeanor about herself and at times displays 
traits of both the masculine and feminine mystique. As the title implies, Astrael 
is the Mistress of divination, matters of the astral body and astral plane. She is 
capable of revealing great secrets and mysteries, and can teach the Disciple to 
master their astral bodies, and to see deeper into the past, present, and the future. 
Through Astrael, a Disciple will gain the insight and skill needed to reach beyond 
the flesh and to thwart enemies regardless of what form they take. Astrael appears 
as a nude woman with long white hair which wraps around her like a tattered robe. 
Her marbled, frozen skin shimmers in contrast to her glowing blue eyes. 


Athaf ) Axrtificer of Seaf § 

Divination, sigil magick, candle and mirror magick 

Strong, confident, and immensely intelligent, Athal appears with the 
majesty of a king in white. His hair, skin, and eyes are all pale and white. His 
teeth, and nails are as black as night. He wears a silver crown adorned with 
psionic stones found throughout the planes. Athal is a proper advisor and his 
dominion is that of signs, symbols, and seals which reveals the unknown whe! 
properly read. He teaches Disciples the many means of divination through 
astrology, tarot, spirit boards, pendulums, runes. bones, mirrors, and so forth. 
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Ufinvaros, Demon of q Chousant Eve P 

Palmistry, knowledge, sc holarship, study, discovering the hidden 

Illinvaros has always been Astrael’s 
Once a diviner and member of the Drujziya family, he ascended through 
his magickal pursuits with Astrael as his Patron and found himself standing 
before Cernobog, who gave him a place within the Black ¢ urt: as Astrael’s 
personal servitor. This agreement transfigured Ilinvaros into the demon 
entity he is today - a true seer of all that was, Is, and will be. IMlinvares 
appears as a human man with sunken eyes. Eyes also look about from the 
palms of his hands and a halo of eyes swirls around his head. 


consort and personal servito 


Jafess, Hecatomb of the Dod 

Pain, emotional bondage, physical torment, death, psionic warfare 

With skin of a smoky ebon, her malevolence is even darker than 
her flesh. Her hair is black and slicked back with blood. As a friend of 
Olotacygn, she too wears tight garments fashioned from the flesh of mortals. 
Her crimson eyes burn with a hatred for all things and she destroys anyone 
who does not possess a resolve to endure, master themselves, and overcome. 
To Disciples, she takes joy in teaching others to possess the power to destroy 
others mind, body, and soul through cerebral carnage. Unlike with others, 
Jaless is patient with Disciples for she knows that her prowess is capable of 
creating holocausts across the planes. 


Mausrah, Lay of the Dark Gate 

Time, space, quantum science and magick, planar gates 

Mizrah appears to her Disciples as a slim girl with alabaster skin and 
hair of snow. Her eyes shine like black glass and her lips are of a pale blue 
tone akin to the dead. Her ears are long and pointed and she wears darkness 
like a dress. Her voice is calming and light and she Is always willing to assist 
a Disciple who seeks knowledge of the unknown and how to manipulate 
time and space. Her favored means of bestowing this gift is through direct 
invocation while instructing the Disciple throughout the process of coming 
to know and use these special gifts. 
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Of otacygn, Lord of Saaransuth 

Psychic supremacy, domination, mental enslavement, spiri tual bondage 

Tall, slim, and brooding, Olotacygn is shrouded in a long Violet 
tobe made of the flesh of the alien beings common in his plane of echoes, 
darkness, and torment. His grey skin is tightly pressed along his bones, Hig 
ang fingers unleash a dark crackling energy and his head protrudes two lop 
fleshy tendrils from the back of the skull. His mouth is small, but opens to 
a thrice-rowed series of razor-like teeth. His eyes are pale and appear dry as 
he never blinks. Using telepathy mainly, though at times with a very gritty 
and deep verbal tone, haan will calmly converse with his Disciples and 
is willing to share his secrets of mental domination, psychic enslavement, 
physical torture, and spiritual probing. 


Shehavimshab, the Gube 

Astral projection, remote viewing, protection, psychic wards 

Shéhavimshah is the guardian of all who call upon her while 
they project into the Astral Plane, Ethereal Plane, or in any excursion of 
dimensional travel. She is a constant guide and protector that will safeguard 
both the physical and astral bodies of her caller. Shéhavimshah appears as a 
pale woman with black eyes, dressed in a robe of stars. Her dark hair hangs 
to her shoulders. 


Tower of locturnus 

Befnara, Spirit of Ylocturnus 

Nocturnal magick, moonlit travel, planar crossroads, darkness 

Wherever it is dark and the moon is high, Belnara is aware of all 
things beneath the constellations. He is a very quiet, lonely demon who 
seeks to meditate on all things nocturnal. He sometimes appear to be a 
giant, robed mushroom while other times a dark-skinned man; clean shaven 
with short black hair dressed in black and wearing a silver cloak, Small, 
twisted horns project from his forehead and he clutches a wand made of 
wood charred by the fires of Hell. He many times prefers to sit in a fotus 
position as he is forever watching. Belnara seeks shelter in subterranea” 
regions and prefers any environs suitable for fungus to grow. In contrast 
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we may also tind his presence radiating from the darkness of the night 
sky. He is called upon to add additional force to any meditations a 
projections, night rituals, and will always grant safety to those teevelia b 
night as he encases the Disciple in shadow. Lastly, it is only Belnara me 
before Cernobog that knows the true path to the Black City, which is a 


long-forgotten city residing on the fringe between the Astral Plane, Hell, and 
the Ethereal Plane. 


N\ysria, Lady of Dusk 

Casting no shadow of her own, Myzria is surrounded by spirits of 
the dead who cling to her from the Underworld, thus appearing to be her 
shadow. Otherwise, she appears to be clothed in black from her hood to her 
toes. She wears a thin robe over her clothes and carries with her a series of 
scrolls which when read during the dusk hours can hold the sun from moving 
for an indefinite time. Lastly, she has a large black cat that is her familiar. 
The feline, known as Sirkon speaks with the a guttural voice and transmits 
the pleas of spirits who know or are willing to assist the Disciple at any time. 


Efferue, the Eyes of Darkness 

Night, shadow, darkness, candle magick, meditation, libanomancy 

Appearing as a pale, black-haired woman in her fifties wearing a 
black gown and a feathered circlet, Ellerue is the Patroness of the darkness 
that dwells in the soul of every individual. She is a very observant Spirit 
and takes great measures to observe the planes through the smoke of ritual 
incense. This, she teaches her Disciples. 


Cabsyf roc the Scorned 

As the beacon for those scorned for their involvement with a magickal 
lifestyle, moonchildren, shifters, and witches, Cahzylroc takes a very gentle 
orm. He appears as a young boy dressed in black sitting on the edge of 
a crescent moon. When petitioned, he will assist in showing one the way 
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which best will give them security, fulfillment, and overall happiness in the 
life. He further lays down the stepping stones for Disciples unsure of thei, 
Spiritual path. 


Lesryfin, Che Whack Star 

Natural poisons and venoms, camouflage, tracking, Etherian familiars 

The Dark Lady” as she is sometimes referred to, Iszrylin appears 
completely black with only vague feminine features. She is the Patroness 
of those who keep venomous creatures and harvest poisonous plants fo, 
purposes of the kill. She is a master of camouflage, tracking and stalking 
one's prey, and she bestows excellent familiars of the wild lands. 


Chafossk, Lor? of the Weyconids 

Thalisks, spreadin g darkness, the dark arts/black magick, sacrifice 

The Father and demigod of the thalisks (demonic servants of Belnara 
taking the shape of humanoid mushrooms), Thaloszk seeks to spread a vei 
of darkness across the planes for his Lord and Master, Belnara. Once a 
mortal Disciple himself, he further seeks revenge on humankind by utilizing 
horrific curses and sacrificial offerings to the forces that be. He appears as 
a towering Demon with black horns and antlers jutting from his crown. He 
is clothed in moss and fungus and he spits a noxious gas from his mouth 
with every word he speaks. 


Tower of the {ron Throne 
Cernobog, the Wack God 


Destruction, protection, fear, authority over Demons, evocation rites 
This demon is the self-appointed leader of the other eight Blight 
Lords. Having hailed from a forgotten region of the Abyss, he possess 
ower of many dominions, though his specialty resides in protecting the 
Gai as well as destroying his enemies as well as the commanding ° 
demonic legions. Cernobog appears as a tall nobleman adorned in worn ou 
dark green and grey clothing and tarnished jewelry. He wears an iron crow! 
and carries an iron scepter. His handsome face hides a vicious smile a? 
sharp, calculating eyes. : 
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AMnaan, the Arcane Shire [Y 
Protection magick, wards, abjuration, banishing spells and rites 
Adnaan serves as a teacher to all ma 


ges on how to properly cast 
protective shields and magickal barriers, 


i It was Adnaan who was Instrumental 
in protecting the Black Court when the angelic legions of the Are 


Saint Michael attempted to exterminate them in ages long past. To this day, 
Adnaan is the sole reason for the Black Court's survival, Adnaan appears as 
a scholar of the dark ages, He dresses in blue and black. He hides his face 
behind a cloth so that only his cold eyes show, 


hangel, 


Charishan, the Warden of Fear 

Nightmares, black oneiromancy, night terrors, insanity 

The horrid demon of fear. nightmares, and illusion. She Is capable 
of wracking someone with terrible dreams, plaguing them with waking 
nightmares, and bringing their innermost fears to reality. Charishan appears 
as a beautiful woman wearing a tattered skirt and her upper body is covered 
by a tattered shawl. Her ragged dark hair wildly hangs near her hips and 
her voice is sweet. When she is called to perform some Work of black 
oneiromancy, her face becomes a twisted version of its former beauty and 
writhes and screams with unearthly hatred. 


Masnrah, the WN ysti Shade 

All forms of magick, alteration and manipulation of energies, illusion 

She is the very embodiment of magickal energy. Her dominion is 
held over all magickal energy; therefore, she has the power to greatly amplify 
the strength of any spell or ritual. She works alongside all other demons and 
black magicians in their pursuits and delights in Working with mortal mages 
through the course of their apotheosis, Maziirah appears more like a semi- 
corporeal illusion, yet she can manipulate her form to be in the flesh or to be 
a shadow. Her form continually transmutes to display various personalities, 
Voice, and thoughts. Though when addressed directly, she returns to the 
orm of a noblewoman with cropped auburn hair. 
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MuriSea, Punishers of Infidels 

Law, order, punishment, combat, war, mur der 

After Matrigal made a permanent move into Keraktes, Muridea One 
of Cernobog’s most highly feared and respected fiends was exalted to her lace 
as an Archdemon. Clad in leather and blackened steel chainmail, Muride is 
the executioner and sheriff of the Black Court. Her mission is to punish af 


who break the law of Maergzjirah. 


Serasyn, the Exaf ting F ive 

Summoning infernal legionnaires, diabolic authority wealth, prestige 

Concerned with the exaltation of Maergzjirah in all aspects, Serazy, 
is further secondarily charged to see to the promotion and prosperity of 
Maergzjiran Disciples. Appearing as a blond-haired woman dressed in 
crimson robes of an infernal magistrate, she can be called upon to bestow 
legionnaires to serve the Disciple, in matters of finance, business expansion, 
personal mastery, and obtaining a higher position in life. 


Caf rynd, the Destroyer 

Carna ge, explosive magicks, destruction, ma gickal amplification 

Dressed in blacks and blood reds, Calrynd wears a pair of gloves 
which have been forged from the remains of some long-forgotten and dead 
God. He uses the divine essence of deities and their servants to amplify his 
own magicks. He seeks to bring carnage to the Celestial spheres as well as 
teach his Disciples in the arts to do the same wherever angels or their faithful 
may be present. 


OnSi0s, the Immofation of Worlds 

Fire divination, pyromancy, cremation, kundalini, fire elementals 

Oridios is the embodiment of the Black God’s blessing bestow“ 
upon an elemental that has gone beyond the norm to assist a Disciple. 
takes the form of a muscular man with deeply tanned skin, black hair, a" 
ash-covered clothing. Fires billows from his palms and fire burns intense!) 
within his eyes as well as being spat from his mouth. Oridios dwells w" á 
fire and can be called simply by speaking into flames. 
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Cower of Waladtes 


Dranimarsh, the Plague Bearer 
Sickness, disease, physical curses, b] 


His ited ean in, e ny miran Plane 

i | athomable diseases, plagues, and 
poison into other planes. It is said he is the demon which instructed Ahriman 
in the ways of pestilence. More ancient than the Four Horsemen Dranimarsh 
is skilled in teaching the Sorcerer in the art of botanical poison-making as 
well as crafting poison by milking poisonous creatures and arachnids, which 
are also his favored living things in any plane. Dranimarsh appears as a 
disease-infected giant of a man. His matted hair is short and his stature 
is strong and powerful. He speaks in an aggressive tone, and whenever he 
speaks, noxious vapor creeps from his mouth. 


ight, rot, infinite plagues 


Gianfore, the Denomspeaker 

Vermin, chitinous magick, natural poison, consumption, malice, pestilence 

One of the quiet, reclusive demons of the Black Court, Gianlore 
dwells in darkness; in the subterranean caverns of the Forgotten Hells. In 
his darkened halls, he speaks with the poisonous creatures; the arachnids 
and many-legged monstrosities that crawl upon the dirt and walls. They are 
his personal servants, messengers, and children he magickally breeds into 
the planes. Gianlore appears as a hideous, monstrous scarab with tattered 
dragonfly wings. Gianlore speaks with such a voice that is distorted by 
hissing and chitinous chatter. 


Kabrahüf, the Pfanar Porson 
Magickal, physical, mental, and spiritual poisons, components, 
drugs, psychotropics 
His very nature is the slow, wracking voraciousness of poison and 
disease. Once a mage who worked studiously under Maziirahs tutelage 
he learned that by crafting magickal poisons and diseases with no cure, he 
could destroy his enemies and their allies. It was upon his death, ironically 
pagat on by his own magickal poison; Cernobog honored him for 
is dedication to the craft and gave him a seat within the Black Court. 
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Dranimarsh welcomed him into the Court of Maladies and there he has 
Stayed, restlessly concocting magickal illnesses for which there is no reme 
ahrahül appears as a man dressed in an pa black coat and a Wide. 
brimmed hat. He wears thick goggles akin to a Victorian scientist or we, 
a leather mask. He carries with him an apothecary s bag which is filled with 


both the poisons and diseases of his own creation. 


MNarimshan, Druid of the Depths 

Animal allies, cures for all diseases, poisons, and illnesses, geomancy 

As Kahrahil is the poisoner of worlds, it is Marinzhan who heals af 
that is ailed. He is the only one who can counter even the uea Aen fatal 
poisons and ravaging diseases of Kahrahül’s creation. Through Marinzhan 
one will also learn the methods to heal those suffering from all manner of 
illnesses. Marinzhan appears with a serious tone. He wears leathers to cover 
himself from the neck down. He regularly covers his face with a mask of vines 
and leaves that conform to the shape of his face. 


Syfvara, the Lasy of Destifence 

Draelith, cancer magicks, destruction, dark shamanism, possession, 
vision quests 

Forever as Dranimarsh’s greatest love and rival, Sylvara is in all 
actuality superior in destructive power, malice, and hate to even Dranimarsh. 
Her very touch is disease and her words are decay. She revels in watching 
the world of the living rot away into withered husks of its former glory. She 
is also the sister of Nhilmice, who hails under Zazazel’s stead. Sylvara’ 
magicks are even more hideous than Kahrahiil’s and only she knows the 
remedies to that which she reaps. Sylvara appears with minimal coverings 
made from the hair, flesh, and sinew of those who have died from het 
magicks - all over her dark charcoal skin which is nearly entirely black. Her 
long tangled hair smokes with the ashes of the dead and her wide, maniacal 
smile is beautiful yet disturbing. 


Bima, Incarnate of the Final Devastation 
Death, pain, torture, poison, brutality, malignant supernatural invocations 


The creation of Dranimarsh’s will, Zazazel’s magick, and Cernobog 5 
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infernal blessing, Zinia was created to be the wW 
of Maladies. Her gaze is spiritual death, her t 
rot. Her voice, which is soft and melodic e 
Every new moon she devours the bodies of mortals and spews into the world 
a legion of demons carrying afflictions known and unknown to destroy the 
world. She appears as a tan-skinned woman with greenish-black hair which 


is matted and wet with pus. Her eyes are black as are her hands: a physical 
sign of the death and corruption which is her being. 


Tower of Whispers 

€EfSraath, the Daf e Wother 

Bewitchment, love, lust, sex magick, dominance, fertility, infertility 

Rumored to be the mother of demons and succubi, even before 
Lilith, Eldraath is the mother of all things in all planes born with the 
‘calling’; a sense of deeper knowledge displayed at a young age, which drives 
magically-inclined souls to seek out ascension in their lives. Call upon the 
Pale Mother when seeking to conceive a child born with the ‘calling’, or keep 
oneself from conceiving, or to enhance your personal beauty and charisma. 
Be careful as you do not become infatuated by her or overwhelmed by your 
own vanity as it too can be an inescapable prison. Eldraath appears with 
white skin, straight black hair that extends to her thighs, and her eyes are 
filled with blood as to shine like rubies. Her lips are black like tar as well as 
her tongue. Her hands also are stained black up to her elbows like gloves. 
Similarly, her feet are stained the same way up to her thighs and she speaks 
in a hypnotic, alluring voice. Black horns twist upward from her skull and 
are partially hidden by a crown forged from rubies and cherry wood. 


orldly messenger of the Tower 
ouch is bodily corruption and 
rodes the mind with insanity. 


Ffarinthane, the Duke of the Restfess Heart 

Loyalty, obtaining a single lover, marriage, binding lover across the planes 

Looked kindly upon by the Pale Mother, it is he, the loyal incubus, 
Flarinthane, who assists one in finding their true love and soul mate. He 
instills loyalty in all regions of love, and despite the rest of his ilk, he is not 
concerned with multiple lovers, but rather in obtaining that single, fanatically 
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loyal lover that will be still by one’s side for lifetimes. hira appears 
as a handsome man dressed like a royal in violet and black. His dark hair i 
pulled back into a short ponytail. He speaks calmly at all times. 


Hesryn, the Lord of Forked Tongues | 

Male sexual energy, domination, power, physical strength, charisn ld, lust 

As one of the most devious of all of the demons in the Black Court, 
he stands as the leader of sexually depraved subjects across the planes. Always 
a threat to Eldraath’s power, Hezryn destroys moral fiber, loyalties, and 
teaches the magickal potency of sexuality, especially to his male disciples. 
Also an egomaniac, Hezryn seeks to prove the supremacy of his disciples 
over those of the other Archdemons. Hezryn appears as a smoky, dark- 
skinned man chin length dark hair and a halo of fire. He rarely blinks and 


he smiles intensely at all times and speaks directly. 


Ylistrasıya, the Naisen of the Hr 0660M 

Love, friendship, heartache and sorrow, emotional healing, reconciliation 

She was once one of the favored demigods of Cernobog’s; walking 
the earth and working with the Drujziya family’s Grand Circle. She now 
finds her place beside the Pale Mother as a beacon to those who have had 
relationships torn apart. It is Nistrasiya who mends hearts broken to lost 
love, bitter friendship disputes, and can bring back those lost to her callers’ 
hearts. Nistrasiya appears as a middle-aged woman in a white robe. Her 
silver hair gives way to dark skin, golden eyes, and a bright smile. 


Synef fion, the Crowned Harf ot 

Female sexual energy, domination, lust, manipulation 

The daughter of Eldraath as well as her 
continues to fight for power against her mothe 
consort to kings who bestows overwhelming ch 
and marriages, seduces men and women alike, and thrives on lust. She is 
called upon in rituals where her caller seeks to mentally and sexuall etiline 
many subjects to their own twisted, depraved will. She delights in such acts 


personal servitor. Synellion 
r and Hezryn. It is she, the 
arm, breaks up relationships 
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and grows more vain and proud with each soul 
Synellion appears as a fair-skinned woman with 
layers of black. Her black eyes are outlined wit 
silken fleshy wings jet from her back. Several small horns project from her 


forehead and a sharp, pointed tail extends from the small of her back. The 
nails of her hands and feet are as hard as diamond and as sharp as razors, 


she corrupts in the planes, 
fiery red hair that ends in 
ha smoky haze and large, 


Shala- m soul, Mistress of the Possessed Legion 

Possession, illusion, trickery, deception, enslavement 

Hate manifested, Shala-m’soul is a militant Demon under the 
banner of Szhai Larah for he has no remorse in her wicked works. She is 
a patient and skillful teacher to Disciples who show the utmost respect and 
will unleash her fury upon those who do not adhere to the formalities of an 
Infernal Court. Of her greatest powers, she will possess and warp the minds 
absolutely of those her Disciples request as she will also give knowledge of 
such hexes to them as well. She appears as a wild woman with tangled black 
hair and filthy tattered clothes. Her mouth is lined with sharp blackened 
teeth. In her hands she carries a staff made from the remains of serpents and 
in the other hand she carries the bag full of eyes from unnamed foes. 


Saftac, Patroness of the Burning Circfe 

Possession, madness, debauchery, lust, red magick, bondage, torture, music, dance 

The Wild Woman of the Burning Circle as she was once known by 
the first Disciples of the Cabal in North America. Her cult was vanquished 
for a time by the early Puritan Inquisitors. However, her legacy was reborn 
recently when old records were found by the instruction of Illkeserod. Salrae 
is a Demon known to join clandestine Disciples, where she set a circle 
ablaze by which to dance and conjure great energies. Her magick is similar 
to the vodoun rites by which music, dance, and magick are entwined to bring 
about grand results. She teaches Disciples the power in audio waves and the 
frenzy of magick and music. Typically, she will seal rituals by copulating 
with Disciples or require it be done amongst Disciples as an act of homage 


and empowerment. 
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Cower of Dain 

Hananyiir, the Fron Sentinel 

Combat, physical prowess, pain, jus 

His place in Cernobog’s court is to administer torture and Pain to 
any soul Cernobog or the Sorcerer calling him requires to be punished. He 
seems to have more the mentality of an obedient machine than a demon, ag 
he takes no pleasure or regret in his torments. Hananjür appears more like 
a Greek statue, than as a living being. He seems not to display any signs 
of vitality whatsoever, and his voice seems more telepathic than verbal. His 


eyes remain forever open and aware. 


tice, retribution 


P ortin ghast, the Court Assassin 

Death, darkness, shadows, assassination, spiritual extermination 

Specially chosen by Hananjiir, Fortinghast is the teacher to all 
assassins and hit men, killers by trade, and those who kill for pleasure. 
He teaches his disciples the methods of stealth and how to kill unseen, 
unheard, and to remain completely uncaught. A relatively silent demon that 
chooses to teach through example rather than through words, Fortinghast is 
also pleased to serve his caller to perform whatever assassination task he is 
required to do. Fortinghast appears in all black clothing, and black leather 
armor. He covers his head with a hood and his face with the long sash that 
is tied behind his neck. A myriad of knives are sheathed into his many belts. 
His skin is a dark greyish brown and his eyes are black. 


Orrinvein, the Sif ent Jud ge 

Justice, patience, protection, righteousness, law 

Silently watching over all disciples of the Black Court, it is the 
demonic judge in the planes, Orrinvein, who takes into account all 
transgressions yielded over the disciples. Then, when called upon, he passes 
judgment over the guilty and lashes out with only the most exact and prop* 
justice to serve his caller. He also can be called upon to give guidance to his 
caller as to how to best serve justice in matters across the planes. Orrinvein 
appears to always be seated, wearing various robes and sashes. His head ' 
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adorned with a headdress crafted from Hematite and he carries a timer filled 
with mercury. 


Sanasef, the Mistress of Dain 

Pain, bondage, torture, hatred, murder, death, enslavement 

Arrogant, confident, prideful, sadistic. These are terms that best describe 
Sanazel. She is the truest bringer of pain in all the planes. Her greatest talent 
is that of altering the qualities of pain by turning it against another, diluting 
the extent of pain, and amplifying pain to its greatest height. She can teach her 
callers in the ways of resisting pain, enduring death, quieting the weaknesses of 
flesh, and instructs in her magicks of altering pain, directing it elsewhere, and 
how to dominate others through oppressive action. Sanazel appears a shapely 
woman covered from neck to toe in blood-stained leather. Her blood red hair 
hangs to her knees and she carries many instruments of torture from her belt. 
Her favorite tool is a scourge made from the femur of Aphrodite. It is wrapped 
in her hair and flesh as well. From it hangs tendrils of leather and rusty chains. 


Fach tendril is adorned with incredibly sharp and jagged hooks and blades. 


Dorac, the Facefess Butcher 

Doom, brutality, darkness, soul bondage, binding hexes, spirit communication 

When one thinks of demons, they think of reckless forces of primal 
and raw dark maliciousness and violence. Vorac makes these thoughts seem 
quite kind-hearted. Vorac is a menacing, maniacal killer that plagues the 
planes with a unquenchable hunger for death. He is the supreme torturer of 
the Black Court, a binder of souls, and delights when given the opportunity 
to completely ravage souls to the point of their extermination, He gladly 
accepts the charges by his callers to decimate another, either living, dead, or 
something in between. Vorac appears as a pale man with a strong figure. He 
wears a floor-length leather skirt and a leather gorget. His bare torso reveals 
a writhing within his abdomen which are the spirits that have been severed 
during his tortures. He carries with him a yew staff with a lantern made of 
bones which hangs from its end. Within the lantern shines the remnants of 
the souls he has captured, but not yet brutalized. His eyes, lips, tongue, and 
teeth are all black and he speaks in a deep, raspy voice. 
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DVortikath, the Great Demonie Winder 

Oppression, binding planar entities, bewitchment, damnation, enslavement 

Related to Vorac, Vortikath carries on his familial heritage of crushin 
the spirit and forcing it to act according to the Disciple s will. Further, he 
is sought when planar entities such as Demons, Angels, Devils, and rebel 
Spirits resist and combat the Disciple’s command. His motives are solel 
brutal and he receives his payment and pleasure by brutally torturing the 
three bodies of any person or entity which is set upon. Vortikath appears 
as a tar-skinned man with burning red eyes. He wears the flesh of men and 
carries with him a sword forged over the spines of immortals as well as a 


thirty-headed flail radiating hellfire. 


Cower of Scerets 

UffReserod, the Keeper of Secrets 

Knowledge, hidden wisdom, secrets, scholarship, application of information 

This demon is most delicate in her approach as well as demeanor. 
She knows all secrets kept by any person, angel, demon, god, spirit, and 
knows all hidden mysteries locked away in grimoires, and can even scan 
memories from the long-dead spirits across multiple planes. Illkeserod will 
openly teach any mage any secret he seeks and prefers to relay these secrets 
via overly vivid dreams, which in some ways feel like an eternity that the 
dreamer is locked in. Her goal is to ensure it will not be forgotten when the 
dreamer wakes. Should you ask for the same answer twice, she will grow 
enraged and will give false information, as she requires only those truly 
devoted to holding secret knowledge close to their hearts. Illkeserod appears 
as a woman of porcelain skin and white hair. She dresses in black, red, and 
gold robes and is surrounded by books of great knowledge and grimoires, 
all of which speak to hear and float abound. 


Dark Sirens 
Acquiring information, earning secrets, assist Disciples in their studies 
Appearing to be more like partially fleshy shadows with plainly 


beautiful, expressionless faces, Dark Sirens act as the personal servants of 
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[!lkeserod. They continually set out across the planes in search of even the 
smallest bit of knowledge not yet discovered and secured by their Mistress. 
Dark Sirens are always patient when dealing with their Mistress’ disciples 
and will stop at nothing to bring to them the knowledge they require. They 
are terribly deadly however since they will hypnotize individuals who resist 
handing over their knowledge to them. Once entranced, they are interrogated 
until they reveal the information and then are subsequently killed - seemingly 
an act of suicide, which was induced by the Siren’s instruction. Dark Sirens 
appear as black-skinned women with silver hair, eyes, lips, and nails. Their 
very form is incorporeal from the waist down. 


Dofisaen, Drophet of Maer gsprahy 

Prophecy, discernment, intuition, communication, languages 

Appearing as a man seated in the lotus position wearing a vibrant 
white robe, Dolisaen is continually entered into a deep trance whereby he is 
able to discern the cosmic movements and prophecies which are coming to 
manifest. He teaches Disciples the arts of understanding symbols, worldly 
events, and planar shifts as a means of averting or bringing about various 


prophesied ends. 


Osif. arl, the Wnefouded 

Ciphers, understanding foreign language and alphabets, archaic secrets, history 

A master historian once in mortal flesh, Osilari was once the Grand 
Mistress of the Tower of Secrets of the Maergzjiran Cabal. Known for her 
Supernatural knowledge of glyphs, sigils, languages, and the like, she quickly 
became highly sought after by not only fellow Masters, but from high 
ranking officials in various governments, religious circles, and militaries. 
Her knowledge benefited the Cabal greatly as no information was truly free 
and as such, she earned her place in Ilkeserod’s court upon her passing from 
Etheris, She appears as a gypsy woman with black hair and silver eyes. She 
bestows the gift of tongues and languages to Disciples and can instruct in 
the understanding of unknown sigils, signs, and formulae. 
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Carynkapf, Supreme Inquisitor of the Dault 

Truth, wisdom, punishment, revelation, retribution, justice 

Dressed in a black military uniform of the modern era, Tarynkap{ 
appears in all respects to be a mortal human being. He carries a long baton 
which erupts into a frozen shard at his will. Tarynkapf is the Demon who 
holds great dominion over discovering others’ treachery and can see through 
lies and pantomimes with a perfectly clear lens at all times. He holds no 
love for malicious actions and speech and will reveal when one is lying or has 
ulterior motives. He teaches Disciples the art of face reading, understanding 
body language, reading between the lines, and the proper means to extract 
information and hand out punishment accordingly. 


Cower of the Fallen 

Raziel, the Fallen An qel of Limitfessness 

War, combat, perseverance, martial arts, law enforcement, military 

As a master archer and Archangel of War, he was proud of his 
excellence and perfection. When he slew Adam for eating the forbidden fruit 
in Eden, even against his gods order, Jehovah plucked out his aiming eye 
and threw him into Hell for his disobedience and zealotry. Kaziel knows 
the secrets of immortality as he too walked between Heaven and the Earth. 
He knows how to survive any skirmish and knows the tactics to win any war 
or conflict. Kaziel can teach this to any Disciple who seeks knowledge of 
eternal life through martial prowess. Kaziel appears as a handsome man with 
dark hair and eyes. He wears a dark tunic, pants, and boots. Black tattered 
bird wings stem from his back and his carries with him a massive sword at 
all times. 


Ashintaf, the Aesthetic 

Moderation, monastic living, balance, wisdom, (power in) self-denial 

Once a leader of a monastic order, Azhintal sought to bring a 
balance to those on a magickal path. He believed that by finding the purest 
and truest moral balance, a sense of honor, and temperance would help 
to control a black magician’s lust for power. Upon his death, Cernobog 
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rewarded him with a place beside Kaziel; an advisor and mentor to mages 
who, if they do not learn Azhintal’s way will find their power will be their 
demise. Azhintal appears as a middle-aged man with black clothing and a 
surcoat made of smoke. His long hair is kept in a single braid. 


Raristiel, the Healer 


Healing, protection, therapy, reconciliation, suffering, sorrow 
Karistiel, in another time and place walked beside Azrael, the Angel 
of Death. In her observations, she always watched as the dead were able 
to travel to their chosen places of eternity while their loved ones suffered. 
Eventually, she could no longer abide by the silent way of Death, and sought 
out Kaziel, who was now in the forgotten region of Hell. She knew no 
ood could come of random, pointless death through a God's Will; without 
foundation or reason, so she sought out her long-time friend and there she 
has resided since. Her dominion is that of healing. She is a comforter of 
grief, a healer of the mental and spiritual bodies which break down through 
traumatic experiences. In this, she feels her debt is paid to those she took 
loved ones from and left to suffer. Karistiel appears as a blond-haired woman 
dressed in white and is adorned with rings of precious gems. Her eyes appear 
more like sapphires than of human eyes. 


Lien-Waros, the Knight of the Wetrayed 

Honor, loyalty, courage, protection, war, martial combat 

Brother to Illinvaros, it was Lien-Varos who defended the Drujziya 
Circle when their magicks could not do for them as a sword could in the 
moments when Fra Giacomo’s heir attacked the tribe. He was continually 
outcast for he did not possess the magickal prowess of anyone else in the 
family, and therefore was long disregarded. However, due to his valor and 
loyalty, even when cast aside, upon his death, Cernobog placed him at 
Kaziel’s side - a beacon to those who serve the Black Court, though not 
in the conventional, magickal manner. It is through Lien-Varos that one 
will master all weapons and martial prowess. It is through him alone that 
one may learn the Path of Knights amongst the Black Court. Lien-Varos 
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manifests as a battle-worn young man with dark clothing and tattered arm, 
and armor. His voice is sincere, albeit cold to many who do not entirely haye 
pure intent with their Work. 


Cafainsan, the Heart speaker 

Geomancy, shamanism, druidism, fey, nature, animal and elemental magick 

Dragged into the depths of Hell by Zazazel's magicks out of his own 
desires, Talainsan is said to be fey, Unseelie, though she still walks the path 
of her lighter counterparts. Her very nature is nature; a speaker of the wilds, 
the creatures that dwell in air, sea, and upon the earth. She is the voice of 
the natural spirits and seeks to balance the planes as to keep one from never 
overwhelming, assimilating, or growing too far. Existence in the planes is 
all a Work of balance to Talainsan and she graciously Works with those 
devoted to the wilds, those who care for animals, and revere the elements. 
She appears as a tanned girl about the age of sixteen. She has long, wavy 
brown hair and dresses in clothes made from leaves, bark, hides, and furs. 


Faufkar, the Back Angef 

Death, compulsion, tyranny, night, nocturnal magick, reverence 

Sent forth into Kaziel’s domain by Cernobog, Faulkar is a Fallen 
Angel possessing the great hatred for mankind which is common among his 
kin. He craves the ruin of souls, the rending of flesh from bone, the screams 
of his enemies, and the exaltation of his reign over mortals. He will teach 
Disciples the arts of the destruction of the mortal world of Etheris as well as 
the magicks of forcibly compulsing another to obey your every command. 
He appears as a tall, rugged man, with a mohawk which hangs down one 
side of his head past his shoulders. He is dressed in black finery and carries 
with him a barbed scourge as well as a blade forged specifically for cutting 
the throats of his enemies. 


Cower of Atrophy 
Sasasel, the Durf King æ Lord of Reraktes 
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Zazazel Was a a Necromancer and learned the arts by which to 
transfigure his body by altering the Properties of his soul, so that should 
his body die, he could replace it or reanimate It, and thus live eternally. He 
knows how to speak with any dead soul, drain the life of maka te re ‘enish 
oneself, reanimate the dead, trap and bind souls, ind can teach all forms 
of necromantic knowledge to any Disciple seeking It, Zazazel appears as a 
half-rotted, half-mummitied corpse of a monk, He wears an Iron crown and 
carries with him a staff made of Iron, its shaft wrapped In flesh, At times, 
his grimoire, bound in the flesh of his nemesis and former mentor floats at 
his side. His familiar is a necromantic hybrid of raven and crow; seemingly 
both having been sewn together. 


Abisal, the Dead Chainer 

Domination, binding planar entities, torture, spiritual torment, hauntings 

Abizal is the chainer and binder of rebel spirits, demons, angels, and 
thoughtforms. Those entities and manifestations which work contrary to the 
Necromancer soon find themselves ensnared by the unforgiving sadism of 
the Dead Chainer. Abizal appears as a gaunt, pale man with black pits for 
eyes enveloping pinholes of dark energy. His jaw hangs by threads of skin 
and he is adorned in layers of torn robes. In his hands, he carries spiked 
chains engraved with a multitude of magickal sigils. Spirits and corporeal 
dead alike are wrapped in chains following behind him. Their cries echo a 
choir of pain and torment at the hands of Abizal and his cruel torture. 


A Sael, the Consumer of Being 

Death, sexual death magick, soul rending, curses, depravity 

Adael raises the dead so that they may copulate with mortals and 
devour their souls through carnal acts. She teaches Necromancers how 
to summon her ilk and set them upon ones enemy. She also teaches 
Necromancers how to consume the Spiritual essence and even the soul of 
others through her chosen forms of depravity. Adael appears as a recently 
deceased woman with pale skin and dark hair. Her eyes and makeup are 
purely ebon and she wears a habit made of human skin and hair. 
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Ammi, the Lady of Deceit 

Chance, lies, treachery, murder, greed, wealth, gamblin 

Once a gypsy charlatan, gambler, thief, and black widow, Aitim?, 
great vice was greed. As a mortal mystic, she relied heavily on her Necromantj 
abilities to have Spirits assist her in her conquests to amass vast wealth l 
Keraktes, she is the Lady of Trickery; Treachery, Deceit, Betrayal, Envy, and 
Greed all for personal gain. Airimi appears as a woman wearing the finery of 
a forgotten time and is adorned with a crown of tarnished gold. Her fingers, 
toes, wrists, and ankles all bear priceless jewelry of a similar time-worn look 
Her eyes shine with a golden shimmer and her words carry a seduction 
and allure that is almost impossible to resist, save for her mercy upon the 
Necromancer. 


Alyrune, the Blood Sorceress 

Blood magick, ritual, vampires, vampiric power, vampiric lifedraining 
Ancient and ever-powerful, Alyrune was a great sorceress of Sumer. 
Wandering through the deserts in search of further knowledge, she fell prey 
to an uruku which, when it attempted to slay her and drain Alyrune of her life 
essence, was destroyed due to the level of power projecting from her soul. 
The end result was that of Alyrune being transfigured into a vampiric entity. 
Her lifetimes of study nearly pushed her to insanity. In her last moments 
on Etheris, Matrigal came to her and opened the gate to Keraktes. There, 
she became his exclusive companion and a fellow patron of the vampiric and 
blood-stained paths. Alyrune appears as a slender middle-eastern woman with 
ebon hair that always looks as though a slight breeze is blowing through. 
Her nails and incisors are sharp which otherwise give away the supernatural 
essence of a mostly mortal facade. 


Anasra, the Gran Conjurer 

Conjuration, perfect manifestation, evocation, energy channeling 

Created from Zazazel’s own desire and brought to flesh by Valolils 
magic, Ariasra is the very product of conjuration. She is a mastet ° 
summoning all manner to creatures, from angel to demon; undead t° 
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fantastical creatures of myth and legend. Her ma 


as a shadowy woman with a ghastly 
pping her flesh and then disappearing 
only tiny, twinkling dots that signal 


visage of her skeleton appearing overla 
again. Her eyes are sunken holes with 
the direction she is gazing. 


Atobn, the Pharaonic Lors of KReraktes 

Protection, torpor, illusion, extending one's lifespan, cheatin g death 

In the depths of Egyptian history, Atohn ruled the Kingdom of the 
Nile. He was once a notorious Necromancer who used the wisdom of the 
Spirits to first extend his lifespan indefinitely while taking on the supernatural 
powers of the undead. This fueled his ascent by being able to erase and 
recreate memories of choice individuals while changing his appearance in 
order to mark himself the new Pharaoh. His rule lasted nearly eighty years 
before he was abruptly called down to Keraktes by Nhilmice. At first, his 
hatred and displeasure was immense, though he quickly came to realize 
that Egypt was a rather small domain compared to the planes which would 
ultimately serve him through the multitude of Necromancers throughout the 
multiverse. In Keraktes, he served as an interim ruler, setting the foundation 
for Zazazel. Atohn appears just like a great Pharaoh of ancient Egypt. His 
cloth however is made from human flesh and burial wrappings and his body 
appears entirely desiccated. Atohn is the patron of protective magicks, life- 
sustaining magicks, and of using the various Spirits of the Underworld to 
disguise oneself as well as to beguile others. 


Aurashniya, the UnhafPowe? Architect 

Construction of black gates, planar bridges, vortexes, planar travel, crossroads 

Once a resident of the Black City, Aurashniya, it was the Night Lord, 
Belnara who protected her as she traversed the nocturnal planes. To show 
her gratitude, Aurashniya showed Belnara the means by which she could 
“onstruct a Black Gate, which would allow her to travel into his Court and 
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he to the Black City so that planar travel would be safer from the “Ontinued 
forces that continue to plague and war over the planar boundaries, After 
learning of this secret, Zazazel bound her to his court and for ages tried t 
force her to tell him the means to construct the Black Gate. In contempt 
she vowed she would never give him the magickal formula to construct the 
gate, but instead, would grant the knowledge to any worthy caller who Sought 
her out in need of the gate s access. Aurashniya reveals herself as a woman 
of ink black skin, her hair, eyes, teeth, and blood all matching the blackness 
of her skin. She may at any moment manifest three additional pairs of arms 
by which she uses to continue to erect various magickal structures, 


€Binaxyr, the Duke of Hatred 

Hatred, malice, warfare, bloodshed, victory, domination 

During the second Crusade, there was a knight so bold, courageous, 
and daring that he quickly became an exalted member of the Templar order. His 
prowess was unmatched and his ever-growing hatred for all that the Turks had 
set into motion became stronger than his faith. Thus, a bloodlust grew from 
his soul and ultimately consumed him. His soul was transtigured by use of his 
blood-stained sword; his phylactery. The final result was a Demon in the flesh 
of man. For the next three hundred years, the knight swept through the Holy 
Land, slaying anyone who opposed his cause, which originally was righteous 
and promoted freedom of religious expression, but became simply opposing his 
tight to rule over others and to take what he coveted. Alas, one evening he found 
himself gazing over a bridge into dark waters and found his image betrayed by 
the true face of his soul. This realization broke his mind into the understanding 
that he no longer belonged in this world for its ideals were too simple and small. 
Worlds would be his stage and all would bow before him. At this time, it ¥ 
Matrigal who emerged from the darkness and offered him a seat in his Palace 
of Blood with the prospect of eternal life and an eternity of bloodshed. This 
offer was unbeatable and upon entering into Keraktes, he was given the name 
Ebinaxyr. He is the patron of the hateful, spiteful, of power, and victory over 
others. Ebinaxyr appears as a tanned man of approximately age forty. His J” 
swirl with a black smoke and he wears black plate mail and wears a black surcoð! 
Upon it, a blood-stained cross is stitched in with the hair and carved from hu™ i 
flesh. His greatsword forever drips with a constant stream of blood which mere) 
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me his shadow and projects the image of a darkened pool of black oil and 

Chonod, the Duke of Prise 

Protection of one's interests, wealth and riches, retribution 

The Duke of Pride, Ebonod was initially a very weak albeit influential 
Demon in Maergzjirah. As the eons wore on. he eventually grew in power 
until he found himself influencing and Possessing advisors, kings, queens, 
warlords, and other individuals of great power in the multiverse. Simply 
acquiring the souls of mortals was not enough. He coveted the material 
treasures of kingdoms lost. His obsession with monetary wealth killed off 
the infernal aspect of himself as he began to transfigure into something more 
human. Hence, it was Cernobog’s decree that he suffer a mortal death as 
punishment for losing touch with his Infernal self. Ebonod indeed suffered 
and upon the death of his soul; the second death, Zazazel intervened and 
stopped the process. Cernobog questioned and was delighted to find that 
Zazazel was to appoint him as a Duke in Keraktes; a patron of all those who 
would take their wealth to the grave. This in turn assisted Zazazel’s mission 
of obtaining a mass horde of Spirits that would be used to overwhelm the 
planes for the glory of Maergzjirah and to assist all Disciples. Ebonod 
teaches Necromancers how to obtain wealth, protect their interests, and 
to hold steadfast all the Necromancer keeps close to their withered black 
hearts. Ebonod appears as a member of Tudor aristocracy dressed entirely 
in black. His short hair, and spike of hair from his chin are similarly black 


and leathern wings emerge from his back. 


Feyforne, Maistress of the Ohostfy Mire 

Sylvan necromancy, dead fey, corrupt elementals, forests, swamps 

Once a member of the Rowan Court, Feylorne’s intimacy with 
a dying world gave her immense power over the flow of life and death 
throughout the lands of the fey. Her very aura projects a disruption in the 
veil between the living and the dead. Her influence continued to grow and 
other fey became corrupted. Immortal creatures grew withered and corrupt 
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until all that once was shone brightly reflected the death of the natural world, 
Sylvan entities rotted away, the plants shriveled, and the elements grew cold 
and unforgiving. Soon thereafter, at Feylorne’s call, they all rose from the 
dust as undead beings under her command. She now serves Keraktes for it 
is through the Necromancer that the world shall wither and die. Feylorne is 
the goddess of the grave-bound fey and undead spirits of nature. She appears 
as a beautiful nymph clothed in dried, withered leaves. Her eyes and hair are 
silvery white against her milky white skin. Feylorne can take on the shape of 
any creature of the wilds and despite her demeanor, is quite happy to help 
the Necromancer. 


Lmordicoth ) the Keraktian Reaper 

Death, extermination of the three bodies, time, fate, pain, sorrow, curses 

The embodiment of the Grim Reaper is indeed Imordicoth; a native 
Spirit of Death who takes his throne in the Netherworld. Unlike Azrael, the 
Angel of Death, Imordicoth is cold, unwavering, and has no compassion or 
mercy for those whom he ‘visits. His dominion is death itself; the separation 
of life from the body as well as the second death; that is, the destruction 
of the soul and end of the soul's existence. His path of gloom and fear is 
walked well by the hateful Necromancer. He is the Slayer of the Silver Cord; 
Keraktian Reaper; Left Hand of the Death Essence. Imordicoth appears as 
a rotten corpse clothed in multiple layers of tattered robes. A lantern hangs 
from his belt which shines with the souls of those he chooses to torment and 
a never-ending scroll also hangs near which accounts the name of any enemy 
the Necromancer has placed the death hex upon. 


Imoth, HofSer of the Deathfess Word 

Secrets, undead invocation, power, channeling spirits, scrying 

Once an embalmer and mortician living in America during the early 
nineteenth century, Gideon Reims became one of the first Disciples to 
operate outside of Europe. His patron was Zazazel and as such, his magick 
of choice was that of the Tower of Atrophy. His craft name was Imoth 
for it was ordained by the Buried King. Using dead soldiers, Indians, and 
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the multitude of immigrants who fell to 
Imoth created a foundation of death whic 
his macabre obsession. His life spent in 
dead and exploiting their many secrets i 
and Syrian methods, Imoth was invited į 
first death at the end of a musket. Imo 
undertakers, and morticians. Imoth appears as an old man dressed in a 
blood-soaked white shirt, black dress pants and boots, and a leathern apron. 
He teaches Necromancers the many ways to steal the secrets and powers of 


the dead. 


the many ills of the new land, 
h fueled his mastery and served 
Service to stealing away with the 
n the ancient Egyptian, Arabian, 
nto the folds of Keraktes upon his 
th is the patron of grave robbers, 


Arc haBae , the Spirit Channefer 

S ummoning spirits, knowledge, obtaining lost or secret information 

Lost in the shadows of Keraktes rests the Spirit, Irchabae who 
has for millennia been the nameless force from the Underworld who has 
ignited the first spark of morbid curiosity in Necromancers. Learning of the 
mortal soul's desires, he raises the dead, summons spirits, and sends them 
to communicate and entice fledgling Necromancers into following the path 
of death. He obtains answers of the beyond and reveals them to mortals as a 
gesture that always leads to the individual being further drawn into the grave 
path. He teaches Necromancers various means by which to call upon the 
deceased and Spirits of Keraktes in order to set them upon a specific task as 
well as how to obtain otherwise impossible to know knowledge that would 
be lost to the grave. Irchabae appears as a shadow of a tall yet broken man. 
The smell of ash and death lightly carries with him and his voice is heard in 
the whispers of the wind. His preferred method of communication is that of 
having a ghost familiar to the Necromancer speak on his behalf. 


Rarasz uf ; Tempter at the Grave 

Death, shapeshifting, illusion, bewitchment, lust, lifeleeching 

For a long time considered a creature of myth, Karasz ul is the 
Tempter of individuals to the grave whereby she enslaves their soul. Many 
missing persons had often gone astray having traveled nearby or through 
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a cemetery. Karasz’ul takes many forms and is sometimes thought of in; 
sense similar to the biblical Demon, Legion in how she manifests throy 
many different Spirits at once. Karasz’ul can take the form of any morta 
shape though she always does so in a form attractive to the individual she 
targets. She teaches Necromancers the means by whic h to use shapeshifti, 
illusion, and necromancy together in order to siphon the soul of another 
mortal to feed upon, empower one’s craftwork, or to fulfill any other dark 
purpose the Necromancer has in store. 


Matriqal’, the Infernal Dampier 

Vampires, vampiric supernatural power, blood magick, transtiguration 

The master of blood magicks, vampiric magicks, and his persona 
magickal rituals known as souldrinking. Matrigal teaches Necromancers the 
means of Vampiric Immortality, drinking another's soul, and how to obtain 
the powers of the Vampir as well as creating and calling forth the Vampir. 
Matrigal appears as a six-foot tall man with the attire of a deceased pope. 
His colors are entirely black, save for the traces of blood on his stained 
hands and mouth. 


Mephif ure, Weaver of Undeath 

Invocation of undead species: traits, channeling, avatar rites 

Initially a Demon working under the banner of Cernobog, she 
found many of her tasks were to assist Matrigal in assisting Disciples and 
Necromancers in obtaining knowledge and of invoking supernatural power 
As such, through millennia of work, her spiritual essence changed into that of 
the Keraktian Death Essence. Having gained immense power and controlling 
the total dominion of the art, Mephilure is the Maiden of the Supernatural 
in terms of possessing and giving such powers to Necromancers. Absolutely. 
it is she who teaches mortals how to obtain powers of the dead and undead. 
She appears as a fair woman albeit in the form of a human-sized porcelain 
doll dressed in mourning attire, She never blinks and her mouth moves Y° 
little despite how animated she is otherwise in relating to Necromaace® 


who call upon her. There lies a legend of Mephilure having been cursed by 
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a holy extraplanar force, though she has never directly discussed the matter 
neither for or against the claim. 


Wari, the Blood Godde oo 

Blood magick, sacrifice, undeath, vampiric magick, generational curses 

In the plane of Ithalembor, there lle very secretive cults dedicated to 
the Nigh Mistress. They are a cruel lot and they derive both pleasure and 
power from draining the blood of their victims and using It to create a myriad 
of compounds used to extend thelr lifespan, enhance their physical, mental, 
and spiritual power, and to control the flow of familial essence over the 
course of many generations. This cult Is dedicated to Mirin. In comparison 
to our own plane of Etheris, Mirin is an ancient goddess. Her dominion 
is that of blood magick and blood manipulation, immortality, family and 
hereditary curses, vampiric life draining, and awakening ones supernatural 
divinity. She appears as a human woman, nude save for a wild crown made 
from bones and a loin cloth made of the hair of virginal priestesses dedicated 
to all that is holy and brimming with light. When she wishes, spectral wings 
sprout from her back in order to wrap them around a Necromancer, taking 
them through planar veils. 


Watheabl, Devourer of Soul's 

Necrophagia, consumption of anothers physical, mental, and spiritual power 

With ashen skin, the hulking corpse is wrapped from the waist 
down with the remnants of a monastic robe. Chains wrap around his arms 
from the wrists. His jaw is powerful and at a whim disjoints and extends 
supernaturally to consume a large man whole. This is Mitheahl. He is the 
Devourer of Souls, Eater of the Buried, and Feaster of Flesh. He teaches his 
Necromancers the art of necrophagia; a black science and dietary extreme 
used to consume not only the deceased's flesh, but also their memories, 
magickal powers, visage and persona, and spiritual essence as well. He also 
commands the hordes of Mitharok which are born as remnants of those he 
has consumed. They too can be sent forth by command of the Necromancer 
to torment, assail, and consume one’s enemy as well. 
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AWbifinrice, Lady of the Keraktian Gate 

Necromancy, corpse divination, tra pping souls, creating the undead 

Together, with her sister, Sylvara, Nhilmice wove a dark web of 
necromantic magick and horrid black magicks. Her sister sought to rot 
away the planes, whereas Nhilmice, patiently waiting for the world to die 
off, would raise the corpses of the dead, bind their souls, and form a legion 
of mindless cadavers to carry out her wishes. Now, as the personal servitor 
of Zazazel, and his tight hand, she Works with Necromancers and teaches 
them in the mastery of necromancy. She teaches one to divine through death; 
bones, blood, rotted flesh, and how to raise the dead and form their own 
legion of undead servants. Further, she knows the ways by which to transmute 
a person into various forms of undead creatures, for it is her darkest delight 
to see the dead walk the planes and ravage the living. Nhilmice, like her 
sister Sylvara, is from a different plane entirely; Charnaggen d Oloth. Her 
racial origin is Draelith and thus shows herself with nearly black, greyish 
skin, white hair, and violet eyes. She dresses in tattered cloth that is cut 
ragged and wears a white shawl that is fashioned to resemble a spider web. 
She carries with her a scepter forged from the femur of her godly nemesis, 
who she never reveals its name, fearing that knowledge of it could raise it 


from the House of Dead Gods. 


Nhofih, the Shadow of the Grave 

Shadows, shadow necromancy, summoning shades, corrupt magick 

The Shadow Demon, Niolih is the Zhanith Mistress of the Dead. 
She does not reside in the Zhanith Court, though she easily could rule 
most of it through her raw power. She teaches the dreaded arts of shadow 
necromancy, which blends conventional necromancy with the twisted magicks 
of shade. She teaches the arts of summoning shades of the deceased, the 
undead, and the methods of the umbra transtiguration. Her methods are 
purely wicked and are alien to most, but to the Necromancer, it rings in the 
soul as gospel. Niolih takes necromantic practice to an entirely new level by 
blending the shadowy figments of death, the madness of dying, the insanity 
of the realization of being dead, the hunger of the deceased, and the hatred 
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of the damned. She is an alluring woman of pale skin with black eyes, hair, 
lips, tongue, and nails. 


Oxibaero, the Necro phage 

Necrophagia, mindless undead, hunger, zombies, ghouls, summoning undead 

In the Hunger Pits of Keraktes, the dead feast upon carrion endlessly 
and hunt for further nourishment. Of these twisted gluttons of dead flesh, 
Oxibaero emerged the Prince of them all. He appears as either incredibly 
gaunt or bloated and secreting a noxious aroma. His hair is long and matted 
and he seems to take on traits of both male and female victims depending 
on what he has just recently engorged himself on. Dozens of faces emerge 
from his stomach to scream, shriek, and wail. Oxibaero is the patron of 
the hungry dead such as zombies, ghouls, and carrion fiends. It is he who 
is called upon by Necromancers who require the mindless legions of the 
undead. 


Rishar, Magister of YWeRromantera 

Corpse divination, knowledge, secrets, discernment 

Once an great apothecary named Richard, Rishar found himself 
giving shelter to gypsies and witches being hunted by the Inquisition. In 
order to learn how best to help them, he relied on divination through not 
only spirits, but more especially, with the corpses of dead inquisitors. Having 
complete mastery over this difficult art, upon his death, Zazazel called him 
to an iron seat in Keraktes. Rishar is the Magister of Corpse Divination 
in all its forms and is swift in assisting his Necromancers in mastering it 
likewise. Rishar appears as an older gentleman dressed in casual pants, a 
black tunic, and with his head covered by a cowl of black wool. 


SaBranhim, the Ichorous Afchemist 

Alchemy, essence extraction, knowledge of worldly and planar components, binding 

More solitary than even Belnara, Sabranhim is the seeker of alchemical 
mastery. He studies the qualities of essential oils, salts, and minerals. He 
blends them to craft completely new and powerful magickal components 
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and tinctures. In his mad quest for knowledge of such substances, he typ, 

to the binding of angels, demons, devils, ghosts, spirits, and even the hu 
of all walks of life in pursuit of harness their very essence, Having M 
mastered this potent art, he gladly teaches his students in the methods of 
extract, mixing, and producing all manner of magickal planar substances 
Sabranhim manifests in the Sark attire of a medieval alchemist, mixy 
common clothing of versatility with the regal attire of a Court noble, Hy 
tired features lend to the notion that he works tirelessly to perfect his Arty 


SaranvylT, the Keeper of the Word 

Words of power, speaking in the Dark Speech, invocation of the Black Tongue 

A mysterious demon who lurks in the darkest reaches of Zazazel’s 
court, Saranvyll studies relentlessly the words of power found In all magickal 
forms, the languages spoken across the planes, both dead, current, and those 
that will be spoken and in those, the words of power that will be spoken. She 
also knows the Dark Speech; the very tongue spoken to create or destroy 
breathe life or extinguish the flame of vitality; to form great walls and 
barriers or topple mountains. The Dark Speech is the forbidden tongue of 
the demons, only spoken in rituals, and even at that it isn't exactly welcomed, 
even by the demons. It is through Saranvyll that one will establish the grand 
dialect and be able to speak the tongue that will create a planar utopia or 
destroy the cosmos entirely. She reveals herself with very little to cover her 
body as she is wrapped in long strips of cloth with sigils written in blood. 
Her skin is tattooed with various words of dark power. 


Siftin, the Banshee 

Death curses, banshees, evocation, insanity, forced suicidal urges 

Drifting on the winds of fate, Silrin is the Mistress of Banshees and 
the Speaker of Death Curses. She appears as a woman recently drowned o! 
hanged. She wears a white dress and carries a somber visage upon her face. 
When in the company of Necromancers, this often changes to something 
more welcoming, though upon unleashing her wail, her face distorts an 
reflects the death on her tongue. She teaches Necromancers how to “ 
upon banshees and how to properly throw death curses. 
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Sirah, the Goddess of Warder 

Hate, pain, death, murder, wanton violence, revenge, ending bloodlines 

Having at one time been a slave to the Ottomans, Sirah endured 
torture, humiliation, and pains unimaginable. At the hour of her death 
she made a death pact with whoever or whatever would answer her. It was 
Irchabae who came to her side. She offered her soul for the opportunity to 
rain exponential torment upon her captors. Irchabae went one step further. 
As a show of good faith from Keraktes, he gave her what she wished for 
and allowed her to retain her soul. Having been beheaded, Sirah’s body 
rose from the dirt and retrieved her head from the basket. Her oppressors 
now terrified, she began to slaughter everyone in the camp until only she 
remained. Then it was Sanazel who emerged from Xend'nhilian to offer 
her a very special weapon - a scourge much like her own. Now residing in 
Keraktes and a malevolent Spirit, Sirah has become a goddess of murder, 
torture, and violence to Necromancers. She appears as a young woman no 
older than twenty adorned neck to toe in tight leather much like Sanazel, 
though this is fashioned from the blackened flesh of her foes. Her hair is 
dark and straight and glistens with blood. An ever-bleeding gash is hidden 
by a collar around her throat. She teaches Necromancers how to endure 
through death and to use the torments one has endured to amplify their 
hexes among the prowess of decimating ones enemies in the method so 
desired. 


CeBryn, the Weaver of Tıme 

Time, space, quantum magick, instant magickal resolutions 

Existing beyond time itself, Tebryn studies the magickal properties 
of all things, including space and time itself. He weaves magick at his 
fingertips in a way that even Zazazel is envious of. Through Tebryn, a caller 
vill learn the means by which he too can spin magickal spells and rituals in 
a thought; an instantaneous flare of black magick that requires no tool, no 
altar, no component, no incantation, or demonic intervention. Magick from 
thought is Tebryn’s grand dominion. The Weaver of Time appears as a man 
adorned in the regal fineries of the Edwardian period, albeit in black. His 
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eyes swirl with a blue-purple fog and his voice echoes as if spoken by dozens 
of voices of his own. 


CeneBrion, the Lors of Darkness 

Darkness, baneful and aggressive black magick, curses, combating forces of light 

Keraktes is if nothing else the house of darkness and bleak energy, 
It is forever the Witching Hour and there is no concept of light or sun. 
Tenebrion is a Keraktian Spirit who takes this very darkness and turns it 
into a force of immense strength. He is the Lord of Darkness and Keraktian 
Shadows. He teaches Necromancers how to use nocturnal energy to amplify 
their ritual work, to imbue shadows with the Spirits of the dead, and how to 
attack others with darkness itself. He appears as a modern cardinal though 
dressed entirely in black. From around his neck hangs a black crescent 
moon carved from the blackened heart of a long-lost deity of the sun. 


Che Chanters, the Inspired Trinity 

Art, literature, music, inspiration, creative masterpieces, obsession, perfection 

The Chanters are three unique and individual Spirits in one 
manifestation: Mithaerus ruling over visual art, L lura: verbal and literary art, 
and Becharah mastering musical art. The Chanters come to the requirements 
of the Necromancer to motivate them, inspire them, and assist them in 
their creative ventures. They are spectral indeed and always come together. 
Mithaerus shows himself as an Edwardian gentleman while Llura manifests 
wearing a red corset, red dress and a black shawl. Becharah comes forth with 
the finery of a medieval bard. 


Dafofif, the Weaver of Flesh 

Conjuration, evocation, and manifestation of spirits and planar entities 

One of the most revered of all the demons of the Black Court, 
Valolil is the master of magickal manifestation. Where Ariasra is capable of 
conjuring all things, it is Valolil who gives them a body to exist in. Through 
his guidance, any mage will learn the procedure by which to draw anything 
through the veil, into the ritual space, and into the flesh they wear in their 
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native planes. Valolil reveals hitscll as a tall, nkeletally thin man in late 
years. His long, straight white hair ts doubled by a matching heard and 
mustache. His very presence Is cold, calm, and distant. 


Delsharyn, LUmifrer of Spirto 

Love, sorrow, unity, loyalty, guidance, protection between worlds 

In the unfortunate circumstance that one should love another who Js 
taken from Etherls, it is Velzharyn who Is called upon to look after them and 
keep them well until such time that the two shall meet again. She teaches 
Necromancers how to keep our loved ones close after death and how to 
reach them through the veils in all manner of manifestations as well as 
through all senses. She is the Unifler of Spirits and Lovers in the Pale Void. 
Velzharyn appears as a woman dressed In a plain olive dress with a black 
apron and a simple black headpiece. 

Drstacryn, Magister of Dhyfactertes 

Creation, preparation, and the rituals of containing the soul In a phylactery 

The Necromancer will at some point come to make a phylactery 
which will be used to hold their soul and transfigure for their undead 
apotheosis. It is Vistaeryn who is the Magister of Phylacteries. She teaches 
masterful craft of indestructible phylacteries to all Necromancers who seek 
her wisdom. Vistaeryn appears as a newly deceased corpse with a hint of blue 
to her pallor. Otherwise, she is dressed in dark robes seen by many hedge 
witches of old. Her eyes emit a dim glow of red and she speaks in a shallow 
tone barely more than a loud whisper. 


Drykanus, Lord of the Crue Grimoire 

Acquiring lost knowledge, all knowledge, wisdom, true names, domination 

Knowledge is both a treasure and a weapon. It is what the 
Necromancer searches for as do many Magi. Vrykanus however, has an 
obsession with consuming all knowledge of all things that this hunger rivals 
that of Oxibaero’s for flesh. He is the Torturer of Souls for he does so 
in order to obtain their innermost secrets. He seeks forbidden knowledge 
over all else and wishes to learn the weaknesses of rival entities as well as 
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the power of all creation and destruction. He teaches ino wits ‘ow 
to extract one’s most precious knowledge and how to do “tien an 

the individual or even the Spirit, Angel, Demon, rns ee a i you 
henceforth. Vrykanus appears as a slender man with ‘Ve ay X y eyes 
are dry and bloodshot and his features are chaotic. He wears h ac robe 
held by a cord belt. A small imp-like creature made from pa es of skin 
stitched together carries with it a magickal book containing a knowledge 


Vrykanus has acquired. 


Bashiara, the VOitch of the Dife Depths 

Vile black magick, kanahrahan, evil magick, destruction, death 

The continued research, practice, and reverence of the black arts is 
through Zashiara’s grand Work. She is the weaver of black magick, hexes, 
curses, baneful rituals, and the vile black magicks that only the darkest of 
souls possess. She gladly teaches her callers as every act of black magicks 
empowers her more. She is the very source of all dark magicks, but it is her 
blood which fuels the vile black magicks she so viciously protects and reveals 
only to the most deserving of her subjects. Zashiara is adorned in layers of 
black. Her voice is eerily sweet, and emotionless. However, once enraged, 
invoked for black magick, or within the Kanahrahan, bloody hellfire smoke 
erupts from her eyes and mouth, all the while her voice still retains the same 
gentleness. 


Tower of Umbra 


ykarfeth, Queen of the Shae Realm 

As the Zhanith reside in shadow, Nykarleth and her kin creep even 
deeper within their own shadows. Ina sub-plane which borders both Keraktes 
and LOirna Isto, the Queen of the Shade Realm known as Szhahginar, 
Nykarleth waits for a time when the world will grow dark and she may unleash 
the Zhanith en mass into the planes. She is by all means the true Zhanith 
Goddess, even before Ibin would be their leader. Nykarleth is shadow itself. 
Her children, the Dark Ones as they are simply called are black humanoid 
figures with very cryptic features. Two large spikes of shadow emerge from 
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their heads like ears and their hands ends in extremely long and sharp claws. 
In all ways, they resemble Nykarleth though she can shape the shadows to 
reveal a more approachable form. She, now having been released and joined 
with the Cabal, and having reconciled with the Zhanith, Nykarleth offers her 
Disciples all power from the shadows, all power from the Zhanith for they 
derive it from her. She teaches umbral transubstantiation as well as using 
shadows as weapons to mutilate and decimate one’s foes. 


A Seas, the Wack Worm 
Appearing as a pale man with black hair, his skin is mummified and his 
eyes are dry and muted. He is the father of the undead. Adead teaches his 
Callers in the ways of conjuring the faces of Death through the planes and 
have them descend upon their enemies. He also instructs one in the ways of 
averting the fate of dying. 


Acfkenrod, the Cruef Mistress 
Appearing as a tall, slender, voluptuous woman with light grey skin and 
black hair, her red eyes burn through the very soul. She is swift to deliver 
one’s enemies or those her Caller wishes to torture and sees their bodies and 
faith torn apart. She teaches one in the arts of torture without remorse and 
how to feed upon others’ pain. 


Aramin, the F ate Weaver 
Appearing as a black shadow with glowing silver eyes, Aramin is capable of 
altering the world as his Callers see fit. Further, he teaches his Disciples the 
arts of changing fate and altering the world by reshaping reality itself. 


A sori, the Keeper 
Appearing as a dark-skinned teenage girl with wine red hair, she wears 
tattered clothes and carries with her various vessels of metal and glass full 
of the spiritual essence and bones of other entities. She teaches others how 
to create vessels that harbor such spiritual essence in order to keep both 
Spiritual and physical manifestations in this world. 


353 


Asenin, Hol Ser of the Dark 

Appearing as a tall man with a shaved head and dressed in form-fit 
black leather, Azerin teaches his Callers in the arts of shaping sha dows R 
conjuring them to do his or her bidding. He teaches how to transfer a 
and purpose into the shadows as well. 8 


CyRenoar, Bleakwood Shade 

Appearing as a humanoid man, though his eyes are black and his 
hands look like the gnarled, lengthy branches of a twisted tree, Cykenoap 
teaches his Callers in the arts of awakening the elements and speaking with 
elementals, spirits of nature, animals, and the fey. 


Dadunar, Caffer of Shade 

Appearing in the form of a medieval king, all garments and jewels ar 
muted and in shades of grey. It is his dominion to conjure and command 
the legions of shadow demons, bleak spirits, and the deceased fey. He also 
teaches how to imbue these shades with your desire and will in order to 
create changes in the world as you wish. 


€9isu, the Shadow Fiend 

Appearing as a black-skinned, toned man with twisted, sharp horns 
that protrude from his head. His eyes appear as black pools and his mouth 
is lined with elongated teeth fully stained with blood. Edizu is the ruling lord 
of the demons, devils, and other wholly malevolent fiends of the Shadow 
Plane. It is through him that the power to call them forth and command 
them is bestowed. 


€ftis, Weaver of Wack Fire 

Appearing as a man whose body from the waist down is comprised of a cold 
black fire. Eftis is always eager to bestow the knowledge of changing the elements 
storms, sun and moon cycles, the wind, rain and snow, etc. Further, as is his promis 
should you burn any form of offering in the name of Eftis, he will offer a part of his 
essence to you; melding with your soul to empower you in all manner of being: 
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€ NIQrIM, the Death Shadow 

Appearing as a frail, desiccated man with thin, silky black hair 
Fnigrim is far stronger than he appears. He is a master of death magick and 
necromancy. He will impart knowledge of any soul that is inquired about, he 
grants power to conjure, command, invoke, trap, and possess other spirits. 
Further, he will never refuse to invoke his Caller with the sense of knowing 
the hour of another's death and the means by which they shall die. 


€ryferin, Watcher of Fey 

Appearing as a young woman with grey skin and white hair, her 
body is covered only by her impossibly long hair as it dances independently 
around her. She is the gateway into the planes of the fey. She will require an 
offering be left for her, but once given, she will open the gate, help her Caller 
navigate the wilds when lost, give them the second speech of the fey, and will 
bestow servants of the fey upon her Callers. 


Haef. YX, the Corruption 

Appearing as a strong, middle-aged man with marbled white skin, 
cropped black hair and eyes; he is dressed in pure black. He wears a glove 
that is crafted of the faces of pious men and women who opposed the 
mystical arts. Their eyes open and close, blinking as they look around in 
a silent panic. Haelyx invokes the reality-shaping influence of the shadows 
into any person seeking it. By having this power, one will innately come to 
know the methods by which he or she can alter events and change the world 
around him or her to his will. 


H CT031W0 , the Shadow Maw 

Appearing as a black mass of flesh with hundreds of mouths full of 
sharpened teeth and tentacles, Hetozivo is called upon to destroy anyone or 
anything. He will completely destroy the very soul of anyone he devours. 


Ibin, Gran? ShaSowmancer 


Appearing as a tall man, he is covered from head to toe in black. 
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The only features ol his that show are his cyes, eyebrows, and fingers. He 
carries a stall formed of petrified wood that is twisted and crawls nearly six 
and a half feet high. A black tome floaty near him always that contains lost 
wisdom and incredible rituals. Ibin is the master of shadow magick and 
will gladly bestow this knowledge on his Disciples. He is the patron of 
shadowmancers, 


Laul, Holder of Soul's 

Appearing as grey-skinned, slender man with black hair, he is covered 
in white robes, He wears a talisman around his neck that possesses the souls 
of those he has ensnared. He teaches his Callers in the ways of draining 
the life, power, fortune, luck, and all other possessions either material or 
immaterial of another in order for his Disciples to gain these very same 
aspects in their lives. When all has been taken, their soul becomes the 


property of the Disciple. 


dylyn, Shadow Healer 

Appearing as a young woman with dark grey skin, black hair, and 
white eyes, she is clothed sparsely with what looks like a snowy wind. Ivlyn 
teaches the arts of healing in all forms. She possesses the very essence to 
remove any form of physical, mental, or spiritual sickness. She comforts 
pain and dissolves anything that may linger in a person. She will also teach 
her Callers in the arts of shadow healing as well, but only so long as your 
desire to heal another is genuine. 


Fresk, Umbra! Oracle 
Appearing as a young boy with black hair and eyes, | resk is clothed 


in a black monastic robe. He wears his hood down only when he is not 
performing some act of divination. He teaches the ways of meditation, astral 
projection, and how to master the magickal arts of divination. 


Kifad, the LearneS 


ppearing as a sultan dressed only in blacks, Kifad is a keeper of 
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all knowledge in the planes. He offers information on any topic, though he 
requires information in return. 


Kirar, the food Rot 

Appearing as a mutilated knight in tarnished armor, Kirar is the 
embodiment of fatal disease. He can be called forth to unleash his plague 
into the soul of anyone he is commanded to destroy. All that he touches will 
wither and die in the most excruciating ways imaginable. To his Disciples, 
he makes them immune to such fatal maladies as well. 


Lastyr, Warden of the Black Caress 

Appearing as a marble-skinned woman of unparalleled beauty. Her 
straight, white hair reaches below her hips. She is as evil and cunning as she 
is beautiful. Her loyalty lies with her Callers however. She will teach how 
to drain another's life and/or spiritual essence of another through sensual 
and charismatic means. Further, is requested and shown the image of the 
individual, Lastyr will go forth on your behalf and siphon such essence and 
bestow it upon you through the very means she rends it from your victim. 


Liberen, Anvoker of The Shade 

Appearing as a pale man with short, parted black hair, Liberen dresses 
in a black suit. His hands glow with a dark, swirling aura. He teaches and 
assists his Callers in invoking the purest energy of the shadows; transtfiguring 
their minds, bodies, and souls into that of the Zhanith-the Caller becoming 
an exarch in their Court as well. Further, he instructs in the techniques of 
weaving shadow energies to accomplish all goals in the life of the Caller. 


Mirak, the Rey 
Appearing in grey tones, the jingling of hundreds of keys marks his 


path. Mirak holds the key to all treasures in the planes. Ask of him when you 


seek to uncover lost treasure, find and secure wealth, and teaches his Callers 


to create riches. 
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Muimbis, the Curse 

Appearing as a dark and brooding man clothed in hides and skins, 
Muiribis embodies curses of all forms. His very words bring forth dismay 
and unravel the goodness that revolves around others. He teaches of all 
curses and their effects. Further, as it embodies them fully, he may be called 
upon to rid you of hexes. 


NeBerim, the Grotesque Angel 

Appearing as a strong-bodied man with black arms, his head is 
covered by a large rotted bird skull and black feathered wings sprout from 
his back. The legs of a bull extend from his hips. Neberim brings his Callers 
closer to their deity, regardless of the God or Goddess. He promotes and 
empowers prayer and devotions made to the divine. 


Yhithaf 0; the Sf au qhter 

Appearing as a strong man entirely covered and dripping with blood 
and sinew, Nithalo wields a large torturers hook and a cleaver. He teaches 
his Callers in the arts of combat, how to kill, improves physical health and 
speed, and can be invoked during confrontations in order to overcome one s 
enemies. 


YWoBosise, Speaker of Worlds 

Appearing in white with a veil covering the face, Nobozise displays 
traits of homunculi. The Caller shall conjure Nobozise when learning and 
invoking the power to speak any language, to communicate with angels, 
demons, devils, planar entities, and spirits. 


Ylovey, the Temptress 

Appearing as a dark-skinned woman with black hair and eyes, she 
wears a silken stole that reaches her feet. Charismatic beyond compare, 
Novey seeks to lure individuals into their demise by using their greatest vice 
as a snare. It is then as they become enthralled in their own devices does 
she drain, possess, probe, or entomb their soul. When called upon by her 
Disciples, she will bestow what she feeds off of the victim unto the Disciple. 
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She teaches the art of luring others and dominating them through desire, 
vices, and sin. 


OSiwanir, Walker of World's 

Appearing as a phantasmal geist, Odivnnir opens gateways between 
planes and teaches his Callers how to locate and open vortexes, portals of 
power, and planar gates. Odivanir can also be evoked during rituals to assist 
in the conjuration of other entities. 


OSufew, the Inspired 

Appearing with long black hair and the fashions of a faded, renaissance 
minstrel, Odulev is the harbinger of inspiration, artistry, creativity, and 
imagination. She is a master of all forms of art; music, literature, visual, and 
she speaks with exactness as she knows all words in the lexicon; both modern, 
archaic, and the dead languages. Callers seek her out when embarking on a 
creative venture. 


Oturha, the Unfit Spirit 

Appearing as a dense shade carrying an iron lantern that glows with 
a pure white flame, he is the walker of night. Oturha is darkness itself 
and instructs other in the ways of becoming hidden, invoking the darkness 
of body and mind, seeing through the blackness, and navigating the unlit 
regions of the planes. 


Ovetar, Guide of the Gate 

Appearing as a queen dressed entirely in white garments and silver 
jewelry, she leads her Callers through the gates of their lives and teaches 
them how to make the most of each hour in their lives. She also reveals all 
hindrances as well as supportive agents that will affect them. 


Oyure, the Withered Goddess 
Appearing as a skeletally thin woman; her skin pulled tight across 
her bones and grey hair hanging beyond her shoulders, Oyure retains the 
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knowledge and fleeting dominion of all Gods and Goddesses th, 
ceased to be worshiped in the world. By petitioning her with your ; 
she will bestow the rightful blessing upon you according to the esse 
still harbors from the now long-dead deities. 


t hay, 
“quest, 
NCe she 


Osavane, Scribe of Shadows 

Appearing as a clean cut, well-kept middle-aged man dressed in th, 
attire of a monk, Ozavane keeps the accounts of all beings that are boung 
to the shadows. He gives true answers pertaining that is part of the umbr 
world and bestows familiars of shadowy origins upon his Callers. He teaches 
one to become aware of all peoples, creatures, workings, and energies that 
are at work in the darkest hours of night and in the places of the world 
furthest from the light. 


Pabhthufon, Forger of Pacts 

Appearing in the attire of a Cardinal, though with only black and 
grey, Pahthulon carries with him always a tome, scrolls, quill, and ink. He 
is the master of forging pacts with other entities. He teaches one to properly 
write such spiritual contracts and further explains how to lure others to sign 
their souls into your service. 


Rahoryth, the Serpentine God 

Appearing as a man with shiny black skin and has the scaled markings 
of a black mamba. He spits venom from his mouth into the minds of others. 
Rahoryth shows the way for his Caller to achieve great status and power i 
the world without drawing attention. Further, he teaches the arts of altered 
speech, which causes others to believe all that you say. 


Recah, the Dreaming Spirit 

Appearing as an alabaster-skinned woman with white hair, she is adorned | 
loosefitting black rags. Recah gives wisdom and insight into your dreams, assis r 
lucid dreaming, astral projection, meditation, oneiromancy, as well as can tak žy 
through the dream planes so that you can be united with anyone or anything yo" - 
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Rulitabn, Lady of the Labyrinth 

Appearing in the style of a grim gypsy, she carries with her maps of 
all sorts. She knows the paths of all places, actions, and circumstances. She 
also guides her Callers through their Spiritual development in order to see 
them through to absolute success and apotheosis. 


Syfind, the Wadness 

Appearing as a pale woman with wild black hair, Sylind is dressed 
in torn rags. Her power is that of altering the mind. Callers seek her out in 
order to a others insane. The method and type of mania is entirely up 
to the Caller as Sylind delights in rending the sanity of others as it is part 
of her hopeless battle to recover her own sanity. Callers that regularly work 
with Sylind tend to lose touch with reality to varying degrees. However, their 
mental clarity becomes highly acute. 


Caforne, Breath of Prophecy 

Appearing as scholar of the dark ages, Talorne studies the cosmos 
and the sacred books of the worlds. Through her knowledge, she teaches 
other how to carry out planar prophecies, and subsequently, obtain all of the 
benefit from such an action. Further, she will readily answer all questions 
pertaining to such prophecies and theories. 


Cebfix, the Hanf of Death 

Appearing as man in a black robe, carrying a twisted staff adorned 
with bones, feathers, and limbs hanging from it. Tehfix has the power to end 
the life of any living creature as well as breathe life into them as well. He is 
called upon to end various cycles in one's life and begins others. He is not a 
malevolent Spirit, but rather is a neutral force that keeps all live, death, and 
energy in balance. 


Cefif, the Warrores Spirit 

Appearing as a pale man with black hair, dressed in black finery, 
he also has a mirror image of himself that mimics all of his motions and 
Speaks the same words. Telil brings forth the opposite forces into the life of 
the individual you direct. These mirrored effects can take the lowliest man 
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and bring him to greatness, or lead a king to ruin. In turn, Telil’s Magicks 
can even be invoked for yourself, 


Cenefabrin, the Caged De otrae 
Ppearing as a swirling cloud of energy with humanoid features 
phasing in and out of existence, Tenelabrin is the magister of harnessin 
energy. By calling him forth, one will learn to master the techniques used to 
conjure raw energy of any sort and source and to harness, direct, channel, 
and harbor such energies for whatever purpose the Caller may have for it in 
future works, 


Ukenas, the €nsfawer 

Appearing as a slim woman nearly eight feet tall and possessing a 
barbed scourge, she is the patron of those who deal in enslaved spirits and 
people. When called forth, she can dominate and enslave the mind, body, 
and spirit of any living person, or just the mind and spirit of the deceased 
or of planar emanations. Further, she will teach her Callers the very same 
magicks which she employs so easily. 


Uridor, the Cyrant 

Appearing in the form of a hideously tall and slender man, his muscular 
body is hidden behind a long coat made of the skin of his enemies. He teaches 
the means of conquering all obstacles, people, winning arguments, court cases, 
elections, and how to conquer and rule cities, and even nations at a time. 
He enjoys the opportunity to be invoked in order to personally spread his 
dominion into the world. 


Denakar, the Wfoodfust 

Appearing as a mix between human and jackal, Venakar is a hunter, 
killer, and predator of the weak. He teaches his Callers in the art of the 
hunt, survival, and assassination. Further, he also can instruction one in the 
magicks of animalistic shapeshifting and transcendence. 
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X ikarnithen, DHrin ger of the Dark Wish 

Appearing as a quiet, common girl dressed in grey, Xikarnithen 
carries a box made of bone which has a gem fixed within its lid, swirling 
with a type of living smoke. By petitioning her during the hour of 2 a.m., 
her Caller may leave a written wish within the vessel which will be answered 
within a full lunar cycle. She advises that what you write you shall have; 
therefore, you must be wise in your wording. 


X ırof ) the Suspens Gos 

Appearing as a pale man wrapped in leather, he is hung inverted by 
phantasmal chains. He never ages and time has no effect on him. He teaches © 
his Callers in the ways of immortality. He shows the techniques used to 
avert the effects time have on the body. Gladly, he will show his Callers how 
to remain suspended in time and to never lose another second to the sands 
that wane, for immortality through the alteration of time is his dominion. 


YW’ tasa, the Supreme Magus 

Appearing as a scholar wearing a black robe with grey and white 
striped trim, he wears a large black towering hat and carries an orb that 
crackles with dark energy. Y'taza is the master of all forms of magickal 
practice and can assist his Callers in succeeding in all of their magickal 
workings. 


Sarix14 , Mistress of Spiders 

Appearing as a dark-skinned woman with straight white hair, she 
stands no more than four and a half feet tall. She is the mother to arachnids 
and teaches her Callers how to befriend them and imbue such creatures with 
the essence of shadow to awaken and embolden them to serve you. Further, 
bestows favorable familiars of dark and malicious intent upon her Disciples 
as together, her web of power grows throughout the planes. 


Scfista, the Frozen Ylymph 
Appearing as a light grey-skinned girl. Her hair is snow white and 
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rot layers over her skin, She is the Mistress of Winter and teaches fy. 
Callers how to handle thelr emotions and how to weather any storm; litera 
or proverbial — physical, mental, or spiritual conflict, Her greatest gift ig 
that of the ‘frozen mantle’, which removes all emotion from an Individyal 
ri that they may intellectually sort out their Issues and logically Overcome 
them, 


Cower of Crevocn 

Uliveyn, Spider Mother of the ‘Draelith 

Draclith, Seduction, Arachnids/ Spiders, 6 Araneamagia 

The Valsharess shows herself in her true form; a draelith with he, 
long white hair pulled back tightly. She wears a leather corset made from 
mortal flesh as well as her tall boots. Her fingers and ears are adorned with 
rings of preclous metals and she carries a barbed whip at all times. She 
wears a crown atop her head that is fashioned in the shape of a spider. 


Kievinia, the €Bon Hand of the Grave 

Undeath 6 Necromancy; Vile Curses & Evil Weather 

Dressed in a worm-eaten gown and wearing bones about her body, 
Kierinis radiates an aura of cold, disturbing energy. Even the most jaded 
souls find it difficult to remain near her for too long. Taking the twisted 
wooden wand of a rival necromancer, she hold her hair back to reveal a 
sadistic smile ever present upon her face and a pair of piercing eyes full of 
hatred and violent lust. 


Loriwacth ) the Ancient Queen 

Magick & Apotheosis; Ancestral Magick & Intervention 

Clothed in the silken webs of Charnaggen d’Oloth, Lorivaeth wears 
a crown of glowing orbs which encircle her head. Her eyes are a pale violet 
hue and her voice is soft and serene. An aura of electrical energy Surroun 5 
her and when near, it causes the Disciple’s body to tingle. 
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Immoryth, Gof of the BfacR R asor 

Sacrifice G Blood Rites 

The Draelith Lord of vicious, bloody sacrifices, Immoryth wears a 
crimson coat with black and gold trim. He carries with him a curved black 
used specifically for dissecting his living victims. His long hair hangs across 
the side of his head while the sides and back of his head are shaved, revealing 
tattoos that fill the void. 


Saefitharn, Justicar of the Unguiet Grave 

Gravelords & Death 

True to his dominion, Saelitharn is depicted as a Draelith lich; his 
dark grey flesh wrapped tightly over his bones while his thin silvery hair 
drapes down wildly. He wears leather armor and carries an ebon blade made 
for a metal unknown to our world. In his left hand he carries a staff made 
from the bones of children of his mortal enemies and those of his Disciples 
enemies. 


Cafisyrn, Pfynnur SDro’s Ssun hha 

Assassins, Murder & Magickal Weapons; Poison G Trickery 

Talisyrn is adorned in a second skin of magickally treated leather. 
Her face is often times covered as well to hide her identity. She carries 
with her at all times a thin razor-edged cord and an array of poisons. She 
too possesses a scroll which, when spoken over any weapon will magickally 
enchant it with immense and god-like energy capable of severing the silver 


cord through the flesh. 


Drishafee, the San guine Goddess 

Profane Healing, Vampirism, Sanguomancy, 6 Lifeleeching 

Dressed in the cloth of her Disciple's choice of adoration, she wears a 
single cloth which ties behind her neck and hangs over the front of her body. She is 
then with only a similar cloth which wraps around her hips. Her mouth is stained 
with blood and her eyes are entirely red like blood. Her tone is calm yet sharp and 
pierces the soul. Vishalee is quick to feed one a Disciple's enemy when compelled. 
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Lraedia, the Unseen 

Illusions & Shadows; Familial Catastrophes G Ill Fortune 

Cloaked in shadows and smoke, Iraedia's malevolent mindset reveals 
itself by creating multiple forms of herself which walk in and out of shadows 
near the true Goddess. Her white hair and red eyes are all that mark that 
she is not a shadow entirely. With a voice that quakes the Spirit, she will 
be forever truthful when giving instruction as well as when acting on the 


Disciple’s behalf. 


Diere, WefoSy of Charnaggen S’Ofoth 

Nocturnal Song & Dance Magick 

Dressed in loose-fitting garments of her kind, Viere carries a lute 
which she masterfully proficient. When others sing or play for her, she 
dances sky-clad to unite body, mind, and spirit with the energies of the 
plane. Through Viere, one will learn the power of song in ritual and how to 
utilize music as a conduit for magickal execution and the manifestation of 
ones will. 


Rifaste, the Ebon Seer 

Omens & Prophecy; Study & Discipline 

The Lord of Evasion as he sometimes called is a masterful diviner 
as well as tactician. He appears in a black hooded robe along with a flesh- 
bound grimoire that hovers about his presence. His voice is deep and gritty 
and his gaze is cold and knowing. The observant eye will notice he has a 
black tattoo of an eye across his forehead which he claims allows him to see 
all future times, peoples, and places. 


Yiathafac, Master of Cternaf Pan 

Execution & Torture, Carnage & War 

Wearing a high-collared crimson shirt with sleeves rolled up to his 
elbows, Nathafae wears a black leathern masculine skirt and heavy boots: 
At his waist hang various torture tools and a jagged sword. His white hair 
is cropped short and blood is always seen smattered within his locks. 
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byralin, Soul of C rangulity 

Healing Magickal Infirmities 6 Ancestral Curses 

Dressed In a plain form litting dress and apron, Phyralin radiates an 
aura of energy which rejuvenates the Disciple. Her tone Is loving and sincere 
despite the sometimes commanding and driven behavior she exhibits. When 
unleashing her great magicks, Phyralin’s flesh glows completely white. 


Kalrebar, the Gnalaver of Hearto 

Seduction 6 Secrets; Enslavement & Servitude 

Tall for kind and slim, Kalishar wears a transparent dress made of 
fine silky webs. Her white hair flows effortlessly down her frame. Her eyes 
are full of lust and a crazed authority. Her voice lulls one into a defenseless 
state of being, therefore even her devout must be steadfast else they too may 
become little more than a mindless plaything for Kalishar. 


Ofarac, Scourge of Chaos 

Tyranny & Slavery; Soldiers & Sacred Oaths 

Dressed in the armor of the draelith, Olarae marauds about the 
plane seeking to gather warriors to build a massive army as well as attaining 
a cache of slaves who serve the every whim and desires of Olarae's faithful. 


Cower of the Abyss 
Senerron, Demon Empress of the Abyss 
Abysmal magick, demonic servants, seduction, murder, poison 
A murky pit of ever-expanding filth, blood, sinew, and tears whirls 
beneath the lowest layers of the Hells. Reaching for eons at the tail of 
Maergzjirah, Senerron’s plea was only recently answered. As the Mistress 
of the Abyss, she leads the hordes of putrid and unholy fiends from their 
pits into the multiverse as an ally specifically to the Cabal over all else. 
Rejected by her own kind, she shares a common bond with all who dwell in 
aergzjirah as well as its Disciples. Senerron appears as a gaunt woman 
in her early thirties dressed in the flesh of humans and Demons alike. Her 
ack hair is wet with a toxic black ooze. Together, she swears fealty to our 
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waya and ollers ua her mastory over the summoning and command of all 
abysmal creatures, the power to channel hellfire into every action, word, and 
thought, and how to crush one's enemies with only a mere thought of evil, or 
to speak thelr doom, for to do ao with her blessing opens wide the may of 
the Pits and spews the immolating poison of the soul upon all who OPPose 
the Disciple, 


\\ Kaan ` the Pacelese One 

Shapeshilting, carnivorous beasts, hunger, cannibalism, the flesh hunt 

Blackeskinned and hairless, M'bazn Is able to take the shape of any 
creature throughout the planes of whose blood he has tasted. His kin, the 
Faceless Ones are those who have been given his gift by tasting M’bazn’s 
blood in ritual, M'bazn is a wild personality and creature of wrath before 
all else though he Is always cager to meet new Disciples and offer his many 
secrets unto them. He appears and works In rituals only during the nocturnal 
hours, but his presence Is always very powerful and oppressive even despite 
his willingness to assist his Disciples. 


Asralergh, Harbinger of the Death Shadow 

Death, pain, suffering, torment, necromancy, fear 

With a spiritual connection to all planar forces of Death, Azraleigh 
brings death in any form from any source and channels it through herself 
into a manifestation of unimaginable suffering. She appears as a corpse with 
an animated shadow which moves about independently albeit still attached 
to her. Within the shadow shows a mortal form of herself which is strict 
contrast to the horror of her dead self. 


Lilin, the Chil} Demoness 

Lies, trickery, deception, betrayal, succubi, confusion 

Taking the form of a small teenage-sized succubus with raven black 
hair and eyes, Lilin moves with grace and at times with the demonic wing? 
protruding from her back. She bestows great gifts of a silver forked tong"! 
to those who desire it for their own malicious workings. 
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Walik-Resha, God of E wil 

Evil, destruction, death, pestilence. apostasy, debauchery, sin 

A well known and ancient God of evil and darkness Malik-Resha 
is the enemy of the light. He is a rebellious Lord and one de possesses 
immense power to compel mortals to perform works in his name. He is 
the embodiment of evil in Etheris and seeks to claim it for himself. Malik- 


Resha appears like an angel in black with a long scimitar and his head 
wrapped in black cloth. 


Gorgophone, the Serpent Godes 

Monstrous fiends, death, murder, gorgons, petrification, transfiguration 

Once a mortal sorceress who worshiped the legendary Medusa, she 
became a master of evocation as well as the many dark arts associated with 
the removal of one’s enemies. When Senerron presented the reality of 
the abysmal gorgons to her, Akele quickly took the name of Gorgophone 
and started a series of rituals to transfigure herself into a serpent-haired 
demoness. Successful in this world-breaking ritual, she was granted a place 


in the Abyss. 


Rot, Incarnate Demon of the Bfack Spints’ Legion 

Demonic hordes, invocation, possession, insanity, spiritual warfare 

Appearing as a mass of black faces, tendrils, and limbs, Rot is a 
Demon capable of melding with, at least temporarily, any other Demon. 
In Judeo-Christian literature, Rot was known as Legion. Other Demons 
belonging to a collective mindset are one in him and he seeks out the 
corruption and destruction of any who stand to halt the work of the Disciple 
as well as his own vendetta. 


Shafa-m’ souf, the Depraved Goddess 
Perversion, lust, sadomasochism, obsession, sex magick, slavery 
Ppearing in the female form that is most appealing to the individual she 
encounters, she often appears nude. Her voice is auditory seduction and her 
touch paralyzes both body and soul. She is the Mistress of all perversion 
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and teaches her Disciples the means of using sexuality as a weapon and the 
chain to enslave others. 


Wurloka, the Posse osor of Soul's 

Vengeance, possession, mental and spiritual domination, magickal puppetry 

Initially a rogue Demon, he was confronted and bound. Now, he has 
sworn his fealty under Senerron in the Abyss. Hence, in recent nights, he 
has been exalted into the Tower of the Abyss and commands the Ozha-rin, a 
race of Demons akin to succubi and incubi who also specialize in possessing 
others for the Disciple. Murloka appears as a crimson-skinned man clad in 
black tattered robes. His dark hair hangs down near his waist. His grand 
dominion is that of brutal acts of possession which leave most individuals 
dead; their souls belonging to Murloka. His arts are given to Disciples 
who request it with the same malice he has; allowing one to possess another 
individual similar to a shaman’s ability to possess an animal. 


C ower of Stars 

Xath Ryrsian, Primordial King of the Cosmos 

Raw carnal unchained power, universal energies (a combination of 
the elements), dusk, dawn 

The Draconic Overgod appears as a giant of a man clad in forest 
green with a black cloak that takes the shape of wings as he moves about. 
His hair is wild and dark, reaching the middle of his back and his eyes burn 


with an ambition and power unseen since the Aeons walked Etheris. 


Rominath, King of the Carth 

Earth energies, tradition, fortitude, willpower ; defensive tactics, protection, healing 

Dressed in the spiritual garments of a shaman, Rominath carries 
a staff constructed from obsidian. He wears tribal face paint and wears a 
headdress adorned with horns and antlers. 


Apophis, Queen of Death 


Death, darkness, natural and magickal poison, souls ( devouring and 


enslaving), the end of creation, destruction of worlds 


Apophis appears to me as a slender, dark-skinned woman with cold 
blue eyes and silvery hair. However, a flesh-rotting poison fills her mouth 
in place of saliva and bony wings emerge from her back; black leathery and 
dried flesh clinging thereupon. Her hands are fair save for the talons when 
replace human nails. 


Dorfabk, Queen of € wif 

Evil, lies, charisma, black magick, tyranny, enslavement, torture 

Clad in nothing more than a loin cloth and Romanesque sandals, 
Vorilahk’s body is covered by her knee-length dark hair and a black smoke 
that billows up from her feet. She carries with her an iron spike with jagged 
thorns protruding from around the shaft. Dark bat-like wings extend from 
her spine and also serve to cover her like while serving as a shield. 


Sovrinaksis, King of Dirtue 

Righteousness, courage, justice, spiritual strength, loyalty, honor 

Sovrinakzis prefers to appear in a form that most resembles a 
knightly or chivalrous sort depending on what the Disciple associates with 
this idea. Otherwise, he has been seen to possess and white feathered cloak 
which melds with this body to act as wings. 


Daratah, Ring of Destruction 

Fire, carnage, war, masculine energy, ungodly strength 

Embodying his dominion, Varatah shows himself with very dark- 
pigmented skin, red burning eyes and fiery hair. His teeth are crude, 
gnashing, and in two rows on the arch and bottom. He has scaled forearms 
and hands, as well as both dragon wings and clawed feet. Unlike his kin, 
he possesses no material wings though fire explodes from around him as he 
A with haste which resemble elongated wings thrashing about to propel 

im. 
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Oloun, Queen of Dreame 

Dreams, nightmares, sleep, spirit sight, the third eye, bi-location 

Wearing a simple deep blue dress and black gloves, Oloum disguises 
her face behind a black cloth head wrap. Phantasmal wings layered like a 
dragonfly shift in and out of vision as he moves and rests. The observant 
eye will also notice that she never truly comes in contact with the ground; 
seemingly levitating at all times, 


Daganyn, King of Water 

Water, ice, solitude, wisdom, scholarship, discernment 

Unlike his kin, Daganyn appears with a serpentine body, man’s torso, 
tentacles for arms and bears the heads of a goat, a man, and a snake. He 
typically speaks from the human head despite the raspy tone and frightful 


appearance of the head seemingly mummified. 


Quor-1’soth 3 Queen of the Crossroads 

Time, space, reincarnation, teleportation, stealth, portals, planar travel 

With both flesh, hair, and eyes all as white as snow, she is offset by 
a highly detailed dress fit for a tribal queen. Around her, small incorporeal 
beasts fade in and out of existence. Her tone is soft and inviting, though 


be warned not to succumb to it for many Disciples will find themselves 
entranced and lose track of days or weeks, 


2lasvyr- saphra, Queen of the Arr 

Air, wind, speed, feminine energy, flight, languages 

Clad in form-fitting attire, she rides upon a black dragon whose 
name is “Nox” who takes her with blinding speed wherever she desires. A 
crown made of crystal protrudes from beneath her flesh as if bound to her 


skull. 


Creatin g the Afi gnment 


Having discovered the specific Patron that you wish to work with, 
you shall then look to the Blighted Lord for their Tower. Remember, the 
Blighted Lord is the first Patron listed under each Tower of Apotheosis. 
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You will use their sigil to contact the other Patrons or Patroness under them. 
You will also be placing the Blighted Lord’s sigil with the Tower Seal to 
create the full alignment. For instance, if you wished to work with Matrigal 
you would first take the seal of the Tower of Atrophy and place Danan’ 
seal upon it. From there, you will proceed to opening the Tower Sigil Gate 


and making solid contact with Matrigal through Zazazel as we shall discuss 
below. 


Channefing the Dark Dower of Ochenna 

The _— is placing the Blighted Lord’s seal over top of the seal of 
the according Tower of Apotheosis. Once making the alignment, you shall place 
a black candle to either side of the sigil and one candle Picthest away from you 
outside the seals to create an invisible triangle. From there, you open the Tower 
as given with the Tower seal, and then contact the Patron through the Blighted 
Lord as noted per Blighted Lord. Once called, they shall manifest absolutely. 
You may also substitute (N.) for “you” or “yourself” for the Blighted Lord. 
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Cower of the Nord 
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Opening the Tower Sigf Gate 

Place the aligned seals in a circle of amethyst, quartz, and or 
elestial (further empowered at the nexus of a crossroads) and speak 
the words of power: “Ouduel maethra kaliizieten mykaerna (Oo- 
doo-ell may-eth-ruh kah-lee-zee-et-en mye-kay r-nuh).” 
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A straef o Gran Seal 
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Caff to the Oracfe 
“Hail mighty Oracle of the Void! O! Lady Astrael, hear my 


words as I call upon you for I seek (your, or) the return of (N.) so 
that I may (explain your motive or need [Ex.]). Azhertae mykaertae 


(Ah-zher-tay may-kay’r-tay).” 
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Cower of Ylocturnus 








Openin g the Tower Sı qf Gate 
Place the aligned seals in a circle of stones or leaves upon the 
wet earthen floor and speak the words of power: Sshaloulen’ maerai 


( Shah-loo-len-may-rye J.” 


WBefnara’s Gran¥ Seaf 








Caff to the Night Lord 

“Hail the Lord of Nocturnus, Belnara the Everdark. Aide 
me in my nocturnal craft by (stepping down from the night sky, or) 
sending (N.) to my side so that | may (Ex.) under the guide of your 
veil. Arektamazerta (Ah-rek-tay-mah-zer-tah).” 
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Cower of the dron Chrone 








Opening the Tower Sif Gate 

Place the aligned seals ina circle of metal fragments (preferably 
iron) or draw a circle with your own blood and speak the words of 
power: Zhunanmakar maktaniiorisen ihndem baelrah (Zhoo-nahn- 


mah-kahr mahk-tahn-ee-orr-ih-sehn in-deh m bay'll-rah)!” 
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Cernobog s Gran? Seal 











Caff to the lack God 

“Almighty Black God of Maergzjirah, Cernobog, I beseech 
thee to bless with me (your, or) with the intervention of (N.) so that 
| may (Ex.) and bring glory to the might of our hellish pact. By 
your authority, Makouren aszektni rihal (Mah-koo-rehn ah-zhet-nee 
thee-hall)!” 
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Cower of Wafadies 
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O pening the Tower Sigf Gate 

Place the aligned seals in a circle of dead or withered organic 
matter or diseased or rotted meat and speak the words of power: 
“Daszindrii maeran dariill (Dah-shin-dree may er-ahn dah-reel).” 
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Drantmarsh’ s Grand Seal 





Caff to the Pfague Bearer 

“Master of all that rends and destroys the life of the world; 
You! Mighty Lord of Maladies, (step down from your withered 
throne, or) send forth (N.) as your agent and assist me in my 
objectives of (Ex.). It shall be done by the soil and the waning of 
living cycles. Esendamarikthos (Ess-ehn-dah-mah-reek-thohs)!” 
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Tower of Whispers 








O pening the Cower Sigf Gate 
Place the aligned seals in a circle of flower petals and speak 
the words of power: “Sailourae astaea I’kariandaero (Sye-loo-ray 


ahss-tay-uh lih-kar-ee-ahn-day r-oh).” 
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EfSraath’ s Grand Seal 
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Caff to the Daf e Mother 

“O! Wise and astute Lady of Whispers, Pale Mother of 
Szhai’Larah, send forth your blessings upon me. (Stand beside me, 
or) send forth (N.) as my advocate; that I may (Ex.) and bring glory 
to you. May it be so through your charge, Sasenliatra xykeleriondae 
(Sahs-ehn-lee-aht-rah zee-kell-ayr-ee-ohn-day).” 
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Cower Ò Pain 











O pening the Cower Sigil Gate 

Place the aligned seals in a circle of knives, blood, or other 
instruments of dealing pain or torture and speak the words of power: 
“Muragoth sanendaikaermae szidalma nykaeo (Myoor-ah-gah’th 
sah-nehn-dye-kay’r-may zhee-dahl-mah nee-kay-oh)!” 
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Hananyiir "s Gran§ Seaf 








Caff fo the Sentinel 

“Bloodied, vigilant, sadistic Lord of Pain, I call upon you to 
assist me in (Ex.). | request as your emissary (your assistance, or) 
the assistance of (N.) so that I may punish my enemies and exalt the 
rage and cruelty of our kin. Zetmak nazithriin (Zeht-mahk nah-zee- 


three’n)! And so it shall be.” 
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CT ower of Secreto 





O pening the Cower Sigil Gate 

Place the aligned seals in a circle of parchment covered in 
sigils of your own making, or in a circle of pages torn from sacred 
books and speak the words of power: “Ilesiantari andul’vareska (Ill- 
ess-ee-ahn-tar-ee ahn-dool-vah-ress-kah).” 
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AffResero’’s Grand Seal 








Caff to the Keeper of Secrets 

“Grant to me O, Lady of the Coffers, the knowledge and 
power I seek so that I may (Ex.). (Enter into this world as my guide, 
or) Send unto my service (N.) so that all that I have mandated 
shall come to pass. Voresti mykariitae andali aletii salia dakaerma 


(Vorr-es-tee mih-karr-ih-tay ahn-dah-lee ah-leh-tee sah-lee-ah dah- 
kay r-mah).” 
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Cower of a Fallen 





Opening the Cower Sigil Gate 
Place the aligned seals in a circle of feathers and speak the 


words of power: “Adali kadash (Ah-dah-lee kah-dah’sh).” 
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Raziel’ s Gran8 Seaf 





Caff to the falfen Angef of Limitfessness 

“Scorned and reviled Fallen Angel who slayeth his own kin 
and his Master’s chosen, I call to you in the Black Heavens. I 
request the assistance and intervention of (N.) (or, your mighty self) 
this day/ night so that | will (Ex.) and further drive down the stakes 
of our power in this world. As it is spoken among your Lords and 
Ladies, Azen traia ezek diialamak (Ah-zehn tih-rye-ah eh-zehk dee- 
ah-lah-mahk),” 
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Cower of A trophy 





Opening the Cower Sigil Gate 
Place the aligned seals in a circle of grave dirt, blood or 


bones and speak the words of power: “Andul’raa zaketamiia (Ahn- 
dool-ray-ah zah-ket-ah-mee-ah).” 
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Zasasels Grand Seal 

















Fa 


Caff to the Dur? King 
“Heed my call O Buried King and Lich Lord of Keraktes. 


I petition the realm of the Eternal Grave in my mission to (Ex.). 
Though | am immortal, this work is best accomplished through (your 
assistance, or) the assistance of (N.). Come now, manifest upon the 
tones of life breath: Lazanykaenox (Lah-zah-nee-kay-en-nox).. 
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Cc ower oO Ll mM b re 





O pening the Cower Sigil Gate 
Place the aligned seals in a circle of black cloth or withered 
vines and speak the words of power: “Sulassenmia zakaena (Soo- 


lahs-sehn-mee-ah zah-kay-nah).” 
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Re 7 ~) ~ ~ we 
Vykarleth § brand Seal 








Caff to the Queen of the Shade Realm 

“Dark Lady of Shadows, (step through my shadow, or) 
send (N.) through my shadow so that I may (Ex.) and in so doing, 
become worthy of your gifts. As it is spoken, Salesia Xykaea (Sah- 
less-ee-ah zye-kay-ah).” 
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Cower | Cressen 





Opening the Cower Sia bate 

Place the aligned seals in a circle of spider webs, dead spiders 
and/or spider egg sacks and speak the words of power: Udananathri 
sshudel elleghul (Oo-dah-nah-nah-three shoo-dell-ell-eh-gool).” 
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Affivryn’s Gran? Seal 

















D 
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Caff to the Spider Wother of the Draefith 

“I submit myself before you, almighty Queen of the Draelith. 
In order that I shall (Ex.), I require (your, or) [the] assistance and 
intervention of (N.). Together, we shall bring honor to our kinfolk 
and instill terror into our enemies for they have never seen such power. 


May this be eternal; Luthetm fakari (Loo-theht-mih-fah-kah-ree)!” 
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Cower of the Abyss 











Opening the Cower Sigf Gate 

Place the aligned seals in a circle of holy water mixed with 
thirteen drops of your own blood and speak the words of power: 
“Zindan mrahk = ghoulath’makiir (Zee-dahn-meer-ahk goo-lah th- 


mah-keer).” 
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Senerron’ s brand Seal 








Ag ki 


C a 






Caff to the Demon Empress of the Abyss 

“Lady Senerron, She Who Gives Birth to Carnage, | come 
before you to ask the assistance of (you who is the Demon Empress, 
or) (N.) so that | may go forth and (Ex.). Look upon me with 
favor, Szonalikael nadaelkurandi (Zhoh’n-ah-lih-kay'el nah-day el- 


koo-rahn-dee)!” 
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Cower of the Stars 






a 


Openin g the Tower $ı qf Gate 

Place the aligned seals in a circle of earthen elements, or the 
bones of reptiles and speak the words of power: “Zu’u bex miiraad wah 
zutir sovaar (Zoo-oo beks mee-rah-ahd wah zoo-teer soh-vah-ahr)!” 
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7 
Xath Ryrsian’s Grand Seal 








Caff to the Primordial King of the Cosmos 

“Mighty Father of Dragons and King of the Cosmos, 
I stand/kneel before you for I seek to (Ex.) and it shall be done 
through (your, or) (N’s.) assistance and guidance in this effort. | 
request of thee, “Gestahdim zey voth hin yol (Geh-stah-deem zay 
voh th hinn yoll)!” 
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Protection Z Abjuring Scale 


Book Seven: Protection zZ Abjuring Scals 


With might and strength, you will easily be able to maul through your 
enemies and all worldly obstacles that stand in your way to the achievement 
of your goals. However, some enemies may too be very educated and skilled 
in the dark arts. Therefore, you will require to possess equally as powerful 
defenses for the myriad forces of destruction that can be thrown at you. In this 
book, we now discuss the use of sigils for creating specific wards and defenses, 
cloaking yourself or others, and removing negative effects that are already in 
place or have found their way through the cracks in your armor. 


Protective Seals 

Igniting the power of protection sigils unleashes a wave of power 
that targets either a more general area and covers more general sources. | 
say general in as it how it relates to vague terms such as “good”, ‘evil’, 
‘weather’, “law”, “chaos”, “male”, “female”, “light”, and “dark” to give 
you a few examples. These are general, but point to the cardinal extremes. 
When we throw open the power of such a seal, we make for ourselves a large 
sphere of energy that works against a certain opposite force. Example: The 
Disciple fires off a Protection Against Light sigil and unleashes a large shield 
that surrounds his home and all who dwell within the home from celestial, 
“holy”, and the heavenly energies. Nothing can penetrate it. However, the 
shield will eventually deteriorate and wither, though this can be observed so 
that you overlap the effects of your seals, thus keeping a constant aura of 
protection active. 


Wiardin g Seats 


Wards are similar to protection effects, except that wards focus on 
more specific forces. Let’s take a look at how this works. If your protection 
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seal operates against dangerous weather, yours might be a ward against 
lightning and electricity. Wards, in addition to their specific defenses also 
stay active longer and tend to produce higher concentrations of energy. This 
too, as all of the energy is focused on a Single point of impact has the ability 
to drive back forces similar to a mirror’s reflection or better, a military 
counterstrike. 


Cfoakin g Seals 

When something must be concealed to protect its integrity, lifeforce, 
or power from being destroyed or siphoned off by another entity or enemy, 
a cloaking seal is employed to safeguard it. While cloaking offers no actual 
resistance or protection in a physical, mental, or spiritual sense, it shrouds 
it and makes it completely invisible to those who might seek it out for more 
mercenary reasons. A prime example of this form of magickal camouflage 
is that of individuals during the Cold War who employed such effects over 
military bases and missile silos. Even though they were visible to the naked 
eye, to the enemies of the United States, enemy eyes could not perceive them, 
neither could they observe anything through remote viewing. This stealth 
protection keeps everything below the radar and out of sight, therefore out 
of mind to our enemies. 


Abjuring Seals 

Somehow or another, you ve left yourself open. You overlooked or 
underestimated your enemy. You ve now managed to allow your enemy to 
afflict you with a debilitation that is ravaging your personal wellbeing. This 
is when abjuring seals are employed. Their ability to zero in and destroy 
these ailments is unparalleled to any other form of magickal restoration. 
Medicine men, shaman, and hedge witches know many healing methods, 
but when a Disciple armed with abjuring seals unleashes bound energies, the 
remedy is quickly delivered and the effects that have been taking their toll 


are dissolved into oblivion. 


Atrophy of Seaf Cffects 


303 


There is a general understanding that every sigil has a form of shelf 
life. That said, we can’t always conclude that all will carry the same age until 
it is finally destroyed or its effects simply wear off. 

In the Maergzjiran Mythos, the Demon, Adnaan used his full arsenal 
of protection, warding, cloaking, and abjuring seals as well as innate powers 
to keep the Blighted Lords and the entire sub-plane of Maergzjirah from 
being consumed by their enemies and completely obliterated. Watching this 
occur would reveal that Adnaan and his serving Legionnaires would all have 
been firing off sigil after the next in various places as Maergzjirah was being 
bombarded until such time as the plane itself drifted further into the dark 
inferno and was lost to time. This story paints the perfect picture of how 
this works. 

Consider your seals as being a bulletproof vest, a suit of armor, the 
tall stone walls of your fortress. Someone trying to throw a punch would 
meet only severe pain and your defenses would be no worse for the wear. 
However, if someone were to shoot you with a hunting rifle, your flack 
jacket would certainly stop the round, but would likely be heavily damaged 
and leaving you with a bruise and wind knocked out of you. The same could 
be said for a boulder launched at your castle walls. The wall still stands, but 
with a hole left in it. In order to repair your walls, you need another sigil 
unleashed once the wall has sustained too much damage. 

It requires experience and a working knowledge of how this art works 
so as to fully grasp the observation skills necessary to tell when a seal is fading 
and is needing to be reinforced or replaced entirely. 


Specifics in Naming 

Unlike other sigils we've worked with thus far throughout this 
grimoire, when working for safeguarding yourself, others, or your Temple 
and its belongings, you are given the opportunity to make the sigil extremely 
specific. Being detailed is extremely important here to ensure your success. 
If in doing so your seals do not appear to work, it is due to this simple 
oversight. 

Making this successful requires proper naming and with sigil magick, 
much of your intention and the full definition of what you are working toward 


is contained when you gaze upon the seal, However, keep in mind that we 
should still be direct and as specific as possible when we are performing this 
form of magick. 

Let's take into account how this could work for a Disciple. In the 
instance of calling forth a ward against the prayers of Christians for instance, 
then we would say that in a manner such as, “As the seal burns, I unleash its 
power. The tower shield that is my defense against the invocation of celestial 
power through the prayers of their vile Christian faith. May not one syllable 
sunder my seal. This charges the sigil with the full intention that you might 

ossess when confronting individuals who use their faith to battle your own 
magicks. This is a realistic and common situation for individuals who work 
their shadow arts in a household full of the opposition. 

With this understanding in mind, we can also use less verbiage. We 
can focus our intent as we did when creating our own Legion and then using 
only the word, words, or phrases that best describe it. Using the above 
model, we could say, “Christian magick” as we burn the seal, envisioning 
our shield effortlessly throwing back the holy energy that swirls off of their 
prayers and incantations. Either way you choose, you will be naming them 
properly and creating the perfectly concentrated power of a seal to be broken 
in your ritual circle and set forth into the world as your mighty shield of dark 


faith. 
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Brand Seal O Protection 








Definition 
To be used versus general forces such as “good”, “evil”, 


light”, “dark”, “hot”, “cold”, and so forth. You may also wish to 
orate the seal’s dedication before firing it off. 
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Grand Seal of Warding 











Definition 

To be used versus specific forces such as ‘fire’, “ice”, 
“snow”, “lightning”, “electricity”, “electrocution”, psionics”, “death 
essence”, “Christian”, “Satanic”, “magick”, and so forth. Again, 
you may wish to orate a deeper and more precise recognition of the 
seal’s usage. 
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Grand Seal of Cf oakin g 









or 






fo 
KE 
Sits 














Definition 

To be used versus forces such which rely upon using remote 
viewing, astral projection, or other psycho-spiritual techniques to 
observe or to learn a secret about yourself, whereabouts, your assets, 
etc. You may even wish to orate who or what this should focus on as 


the seal is being burned. Sprinkle the ashes of the seal around the 
area you are cloaking. 
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brand Seal © 





X byuration 





Definition 

To be used versus unwanted or negative forces that have 
already taken effect in your life or in the lives of others. Orate with 
total authority the focus of this sigil and how it is to be employed. 
Then, ignite the seal and rub the ashes into a powder against yourself, 
whoever, or whatever you re abjuring negative forces from at the apex 
of the infection. If it in general, anywhere or as abundantly smeared 
it a sound application. You can also psychically encode the seal 
upon the target, charge it with its intent, and use any chosen method 
you prefer to unleash the seal. 
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Scaf $ of A potheosis 


Book €ight: Seal $ of A potheosis 


With the power to summon Demons, invoke supernatural might, 
command your own army of infernal Spirits, cure yourself on all ills, and 
speak without interference with the Thirteen Blighted Lords of Maergzjirah 
and the Lords and Ladies of their Courts, you might think yourself a god. 
Unfortunately, I must inform you that you are not. You are still not much 
closer to truly being a god than you were when you first started into the opening 
pages of this grimoire. What you need in order to become a god is immortal 
power. Contained in these seals are those immortal essences that you will 
unleash and merge with your soul to become a true god in all senses. It must 
be warned early on that the changes that will occur will change your life in ways 
that you cannot take back. If your life wasn't already altered due to your works 
thus far, it most certainly will be now. 

When you begin working toward your apotheosis, you will find that 
spirits and other planar entities are heavily drawn to you. They see that you 
possess a true power and potential. That is a beacon in the dark. Everything in 
your personal life will also change. Your perspective on life, your home, your 
country will change. Relationships will either mean more or less to you as well. 
The company you keep too shall change like the seasons. Your mental state 
must be hardened and resolute. Your spirit must be stronger than anything 
you cross paths with. Lastly, your physical body must be able to endure the 
constant fluctuation that take place as these energies manipulate and transform 
everything about you. If you are not able, you will be obliterated. If you are 
able, then you will transcend into a God. 


V2 


Baptism Hel fire 





Definition 


The first true step in absolute apotheosis. You completely 
cleanse your soul and fill it with the infernal essence of Maergzjirah 
and its sub planes. 


Unleashing the Seal 

After drawing the seal, use your own blood or that from a living 
sacrifice to fill in the outer circles. Place a black candle upon each of the now 
crimson circles and allow them to burn out completely. During that time, 


meditate with your plea to the Blighted Lords for the Hellfire Baptism. 
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Cyes of the Oracfe 














<V 


Definition 

Taking from the Oracle, Astrael, this seal’s power unlocks 
supreme psychic ability, omniscience, future sight, cerebral carnage, 
and other aspects of her immortal self in the Void. 


Unfeashing the Seal 

Place the sigil within a circle of amethyst or rose quartz and 
meditate upon the seal. Allow it to dismantle itself in your mind 
and take its unique effects upon your mind. When the seal no more 
exists in your mind, burn the physical sigil. 
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d\Wantfe of Darkness 








Def inition 

An immortal gift from the Night Lord, Belnara. It shrouds you in 
darkness, bolstering the works of nocturnal craft, black magick, and all that 
is of the dark arts. This further is a stealth cloak as a means of protection. 


Unk eashin g the Seaf 

The seal drawn under the light of a full moon and anointed with you 
blood at the center. Place the seal in a hole within a forest and speak the word, 
Azeqria” (Aah-zek-ree-uh) and burn the seal before burying it. Ensure you 
keep your soul open to this gift and it shall be bestowed upon you. 
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Scepter of the fack bod 





Definition 

A permanent invocation from the Black God, Cernobog 
delivers one the authority to command the submission of lesser 
demons, the knowledge of true names, and strength of a king. 


Unfeashin g the Seaf 

From your dominating hand, cut a double-armed cross as in 
the sigil upon the palm. Allow the blood to soak the sigil and then 
immolate it during a new moon. Orate its dedication to the invocation 
of the Black God's immortal power and divine authority. 
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Weil of pragne 








Definition 

Just as the crashing tidal wave destroys all that dwells upon 
the coast, Dranimarsh’s Veil of Plagues flays the life of the world 
through diseases while making you immune to all ills. 


Unf cashing the Seaf 

Draw the sigil in your own blood, but it must be done while 
you are sick. Place a black candle at each outer point of the sigil and 
petition Dranimarsh in your own words for the Veil of Plagues to 
remove your ills and/or to afflict an enemy with an incurable disease. 
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Crown of He guf Ing 








Definition 

The Pale Mother, Eldraath bestows this gift to her faithful; a 
seemingly unending blessing which is this spiritual crown; an effect that 
makes one perfectly manipulative, seductive, deceptive, and magnetic. 


Unfeashing the Seaf 

Burn a fistful of rose pedals and rub the ashes over the sigil 
in a counterclockwise motion. Burn a red candle in the center of the 
seal and meditate on the sigil and how it effects you. Request this 
immortal blessing from Eldraath and await its manifestation. 
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È secenee Q A qony 





Definition 

For warriors and torturers alike, inflicting pain is both one s 
vocabulary and currency. This blessing permanently invokes the 
Essence of Agony, a power able to easily debilitate anyone you touch 
or channel into your spells or an effigy just as an Agony Doll. 


Unfeashing the Seal 

Tattoo the sigil upon your body. Activate this essence 
through channeling via willpower and by speaking the infernal tongue, 
Zymirkormae” (Zye-meer-korr-may). 
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Grand Archivist 4 Hafo 





a 





ot 






Definition 


By invoking this wondrous supernatural power of IIlkeserod, 
the Disciple becomes instantly aware of many forbidden wisdoms 
and lost knowledges. Nothing is unlearnable or too far beyond the 
capture and assimilation of knowledge. It only requires a thought to 
harness it. 


Unf eashin g the Seal 
Using lamb's blood, draw this sigil upon twenty pages of any holy book 
at random and then burn the book over Illkeserod’s Grand Seal on parchment. 


Wings of the Fallen 








Definition 

This seal casts a powerful mantle upon oneself; invoking the 
blessings of the Fallen Angels. When cast, it is permanent and can 
be empowered through annual casting. The Wings of the Fallen 
allow the Disciple to venture beyond the flesh in a powerful spiritual 
body and perfectly invoke the essence of the Fallen Ones. 


Unfeashing the Seaf 
Draw the sigil in blood and burn the seal. Then, grind the 


ashes into a fine powder and mix with red wine which you shall drink. 
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Sbroud j the Lich 





Definition 

The invocation of the Buried King places a ghostly shroud of 
permanence around you; drawing spirits to your command, bestowing 
control over the death essence, allowing you to walk through the veil, 
and call forth the undead with minimal effort. 


Unfeashing the Seaf 

Draw this seal in blood upon white lamb skin. Place it in a 
hole dug over a child’s grave then burn the skin to ashes. As it burns, 
speak, “Zonothmykoszae (Zoh-noh’th-mih-koh-shay).” 
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Definition 


The purest and most perfect blessing of the Zhanith; animates 
your shadow with a semi-independent shadow demon to carry out 
your will as well as leave your body to act on your behalf. 


Unf eashin g the Seaf 

On the night of a new moon, stand within a circle carved into the 
soil in a forest. Stand facing your shadow and draw this sigil into the soil. 
Anoint it then with ten drops of your own blood and await the Zhanith to 
infest your shadow through a state of meditation on the darkness. 
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Quortek Mi O rbb 











Definition 


This ritual transfigures one into a Draelith, Chosen of Illivryn. 


Unfeashing the Seal 

Capture a spider and keep it for three nights in a small vessel. 
Each night, pray, “Orbb ilhar, dumo uns’aa.” On the third night, 
kill the spider and grind its remains into a powder which is then 
added to a glass of blackberry brandy and consumed. The brandy 
should be allowed to rest upon this sigil for the during of the nights 
rituals to charge before consumption. 
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Senerron $ Abysmal WBlesaing 








Definition 

A tri-fold power of the Abyss; empowers evocation to absolute 
manifestation with ease, unleashes waves of carnage and destruction 
with simple gestures, and commands demons with total authority. 


Unfeashing the Seaf 

Draw the sigil and place a black or red candle in each of the 
respective circles. Anoint the sigil with blood from any source and 
speak the word of power, “Maszengonahk (Mah-sen-goh-naak).” 


Toceed to your usual rituals afterward. 
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Primordial Wayesty 











Ooo 
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¢ 





Definition 


Invoking the power of the ancient Dragons, the Disciple is 
bestowed with a universally powerful mantle that extends into every 
aspect of life and craft no matter how mundane or supernatural. 
It bolsters all of one’s skills and talents, intelligence, control over 
mental and spiritual essences, and much more. 


Unk cashing the Seal 
Draw the sigil during the twilight hours just before dawn and 
meditate in the morning sun's glow. Fold and tie the seal and carry it 
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Book Yhne. Panar Z Gate Sealg 


À true god, now possessing the grand powers of being from each 
of the Towers of Apotheosis no longer sees any form of obstacle as being 
difficult to overcome. Having the power of any supreme being, you no 
longer have need of this world once its charms and lures no longer amuse 
you. Instead, you will find the prospect of walking across the planes is far 
more satisfying. In this book, we look at the sub-planes of Maergzjirah; 
each of the Blighted Lords personal domain as well as the gates for other 
planes or dimensions that are favorite haunting grounds of Disciples who 
have transcended the limits of the flesh. 


Tempf e of the Wack Gate 

The sigil rites contained in this book are some of the most amazing 
of all magicks practiced anywhere. Therefore, as we seek to create an 
environment the facilitates our craft, we need to make the Temple the perfect 
staging ground for opening these gates. Keep in mind that when your Temple 
is made in this fashion, it will bolster every other magickal undertaking that 
you partake of in that sacred space. We create a sigil from our Temple which 
is perpetually active. 

To begin, we must make our Temple as if it is actually a plane in 
itself. The first measure is to create a series of tapestries or banners that are 
to be hung up on the walls. Each is marked with its own sigil; each of these 
opening up a vortex of power for the ritual space. Upon the floor we shall 
either engrave, draw, or lay cloth with the specialized sigil of grand power 
which helps to encapsulate your ritual space with your banners hung. On 
the wall of the north, you place yet another cloth with the grand seal upon it. 
This completes the setup of banners. 

Black candles are then needed to be placed around the circle on the 
floor. You will need at least thirteen; one for each Blighted Lord. Then, we 
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take one of cach Item that represents the cardinal clements: earth (a wood 
log), water (a large jar filled with water), fire (lava rock or burnt wood) and 
air (a large — "re such as a vulture or crow), In the middle of m ritual 
space, | also placed a arge broken plece of a grave monument as ei 
is my chosen specialty. You may wish to do the same. The candles should 
simply be spaced at relatively cqual distance from one another around the 
circle on the floor. The elemental pieces should be placed in the four 
corresponding cardinal directions: carth to the north, air to the east, fire to 
the south, and water to the west. The fifth clement of the void or spirit is 
within you so that doesn't need to be addressed. 

Extra work may be done such as painting the walls white, black, 
red, or any other color that works for your style. Flusic may also help as it 
induces the mind into the appropriate state. Do what is necessary to create 
the atmosphere perfect for planar rites. 


Using the Black Gate Seal 

For these workings, we utilize the sigil of the Black Gate. This is seen 
in The Black Scriptures. However, in sigil magick, this is the foundation 
for our alignment, just like we do for calling forth specific Patrons through 
the Tower and the Blighted Lord. Once more, we will first draw the Seal 
of the Black Gate upon paper and then lay the seal of the plane we wish 
to connect our ritual space to upon it. This creates the planar alignment. 
Next, we go right to the opening of the planar gate. A word of note on this. 
If you wish, you can also draw the planar seal within the threshold of the 


Seal of the Black Gate. This is a matter of preference. 


Opening q Pfanar Gate 


There is a rote incantation that is spoken when opening any planar 
gate, though it is yet the same due to the words of power spoken throughout. 
The only variable that changes is when the name of the plane is spoken. 
That is indicated with “N.” so it should be very easy to understand. 

Keep in mind that the actual manifestation or planar entwinement will 
differ according to a few factors. The first is in your natural, or supernatural 
ability. The second factor is in how strong the connection Is between our 
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plane of Etheris and the plane you're contacting. Lastly, keep in mind that 
certain energies that envelope our planet can create real problems with hoy 
we weave the magickal energies, As long as we observe these factors without 
becoming hindered, you will succeed. Always push forward. 

When the gate has been opened, one of three things will happen. 
The first is that the planar energies will fill your Temple and you will have a 
sort of ghostly overlaid image of the Blighted Lord's domain in your ritual 
space. The second is that you will have powerful projection into the plane in 
your spirit body. The third is that the planar threads will blend so perfectly 
that your Temple, the planar domain and you enter into a sub-plane that 
exists outside of the planar map. This last possibility is rare, but it can and 
does happen. For this, you must possess truly masterful control and the 
planar essences must be near perfect in place. Even a novice to these arts 
will be able to connect to the various planes. However, with practice and 
mastery, you will have godlike authority and will walk the planes without 
restriction, not only in spirit, but in the flesh. 


Incantation of Opening 

Having made the alignment, you shall burn the sigil over a single 
black candle as you orate the following incantation in the dark speech: Inoros 
vaerikta mazhentiria irydiyah voraerktni N. dikolaeret jayanviiah konozovorae! 
Azhenahroszkaenah kotorai zeneva jinakahral indovoriinyam sentoraktnia NI 

This incantation is extremely powerful. It can shake the walls, move 
the earth, call up wind storms and out of season weather. Do not be surprised 
if these things happen. However, you might need to continue this incantation 
as a powerful chanting mantra in order to break through the planar barriers and 
other factors of circumstance which are working very hard to keep the gates 
from opening. Keep going no matter what! Keep reciting it with a strong, 
confident, and commanding tone and you will see just how quickly the planes 
merge. Remember, you cannot fake being a sorcerer. Either you do it or you 
don't. Believe in your works thus far and hunger for more that lies on the other 
side. This is the absolute cornerstone and key to succeeding in this art. 
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Cast Wat 4 Banner Sil 











Augmentation 
Draw with India ink mixed with the powdered remnants of 


moths’ wings, or soak thread in this mixture and sew in the sigil. 


South Wall Banner Sigil 











Augmentation 
Draw with India ink mixed with thirteen drops of your own 
blood, or soak threads in your own blood and sewn in the sigil. 


394 


Wrest Wall Banner Siaf 











Auqmentation 
Draw the seal made with a mixture of India ink, blood, and 


grave dirt, or soak thread in this mixture and sewn in the sigil. 
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Llorth Wall Hanner Sigil 








Au gqmentation 

Draw the seal made with a mixture of India ink and the 
powder of the mandrake root, or soak thread in this mixture and sew 
in the sigil. 
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Cempl 4 F foor Sı qf (Crd € of Gehenna) 








Unf eashin q the Seaf 

I give to you, my personally designed and infernally charged 
Circle of Cehenna. This draws from all corners of the cosmos and even 
the darkest places between the stars. To unleash this sigil, draw it upon 
the floor either by using unrefined sea salt, unrefined and unbleached 
flour, grave dirt, or even blood. You can also have it printed or sewn 
onto a sheet though you must ritually wash the cloth in a mixture of 
brackish water, thirteen drops of your own blood, and a fistful of grave 
dirt. Then, to awaken and open the gate, speak, Azagasz Nykorigeth 
(Ah-zah-gah’sh Nih-korr-ih-geh’th).” 
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Che Wack Gate Grand Arch Seal 











Unfeashing the Seaf 

Using a mixture of blood and either sulfur or iron dust, write 
the words of infernal power: “Szezrikarden Kastalibaal Astenvorehl 
Nezetfierii Taerimindrii D’anizuuleh Lyahnoriitaneh Myrienvyratah 
Tiarzetviarneh” around the gate. This concoction creates a thick 
and mystical substance to write with that will not drip or run if 
mixed properly and you time the coagulation of the blood correctly. 
Depending on how much of this ink you will be making, the time 
needed for it to become like a paste varies. For this reason, it is best to 
experiment first. 
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Che Dod é lanar Seaf 
Q 





Che Dord 


Astrael’s plane of psychic manifestations, egregores, mental 
and emotion formations, and astral bodies. 
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Ylocturnus N anar Seal 








Ylocturnus 

Belnara’s cold domain of darkness, nocturnal energies, 
creatures of the night, earth spirits, dark fey, myconids, elementals, 
and shadow spirits of the night and of the material planes. 
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Daerkuris a anar Sea 





Oo. 


Daerkuris 

The Black God, Cernobog's hellish plane of violent storms, 
fire, and energy quakes; inhabited by legions of demons and powerful 
malevolent spirits. 


Drishanvarkia Pfanar Seal 
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Drishanwarkia 

The grand titled name of Dranimarsh’s withered wasteland 
which is the birth of pestilence, disease, that which cannot be cured 
and is yet fatal, poisonous plants, animals, monsters, and demons. 





Ssbhar’Larah Planar Seal 











Shar’ Larah 

The Pale Mother, Eldraath’s vast paradise of perpetual 
dusk inhabited by countless succubi and incubi, spirits of pleasure, 
depraved souls, and demons of personal power. 
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Xend Whifian J fanar Seal 











Xen Ylhıfian 

The domain of Hananjür, the Lord of Pain. The dark, dank, 
and damp reaches of his plane are filled with the screams of tormented 
souls, the crashing of whips and scourges, and the laughter of the 
demons who torture both the living and the dead. 
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UWiskarnae Wana Seal 





Affiskarnae (Che Dark Akashic) 

The plane of all knowledge belongs to the Lady of Secrets, 
[llkeserod. In her quiet, dimly lit ambient plane, one finds himself 
wandering through an endless library that floats in the dark spaces 
under a canopy of stars. 
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Che Wfack Heavens Pfanar Seal 








The Wack Heavens 


The Heaven beneath a black sun; Kaziel’s domain is the home 
of the Fallen Angels and the scorned celestials. All that was once holy 
is twisted and given new life and purpose here. 
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Reraktes Df anar Seaf 
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Reraktes 
The Buried King, Zazazel rules over the plane of the dead 


in this cold, dark bleak, and lifeless necropolis. Both the spirits of 
the dead and the undead roam as they will, attempting to retain a 
semblance of the lives they had while alive. 
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L’Oirna Lsto Pfanar Scaf 








L’Oirna Leto 

Home of the Lords and Ladies of the Shadows, the Zhanith. 
Here, in the perpetual darkness in a plane without sun, moon, or 
stars, the only light is from the will o wisps that meander on their 
own. Shadows run and lurk about, ever watchful. 


408 


E +9 | 7 
Charnag gen Ò Ofoth Pfanar Seaf 





Charnaggen §’Ofoth 

Beneath the world’s surface there is a gate that leads to 
Illivryn’s domain; the subterranean cities of this plane. Ruled by the 
Draelith, murder, treachery, infernal politics, and vile magicks run 
rampant. Only the most cunning and bloodthirsty prevail. 
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Che Abyss Planar Seal 











The Abyss 

The dark pits of Maergzjirah open into the maw of the Abyss. 
Here, Lady Senerron reigns supreme with a cadre of demons, dark 
lords from distant planes and pantheons, and voracious spirits; all of 
whom seek carnage and bloodshed. 


Che Outer fade Pfanar Seal 

















Che Outer Gade 


In the great cosmic expanses, there lies the domain of the 
Dragons. Ruled by Xath kyrzian, the Outer Glade opens for endless 
draconic spirits and augmented beings to soar in its vastness; a plane 
of primal and unlimited power that universally taps into all things 


within the multiverse. 


€theris Panar Seal 








€ theris 


The Material Plane; the plane in which we were born into and 
exist in. This seal is valuable should you find yourself on the other 
side without an open gate to step back through. 
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Safisaer Planar Seal 








Safisaer 
The Astral Plane. It is the great crossroads between the 


material bodies of men and extraplanars and their spirit vessels. 
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Ohasitaer Pr anar Seaf 
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Ohasitaer 


The Ethereal Plane. The gloomy crossroads between Etheris 
or anothers native material plane and the deeper reaches of the 
cosmos such as Keraktes or the Abyss. 
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Weaergsprah se Seal 
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Maergspirah 
The Forgotten Hells. This expansive plane of Hell is the 
home of the Blighted Lords’ individual domains as well as a massive 


crossroads into the other layers of the Hells. 
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Daelharin Pr anar Seal 





<> 













Daefharin 

The Rowan Court and home of both the light and dark 
fey. Made the home by elementals, fey, Spirits and nature-dwelling 
Demons, the wilds of Vaelharin harbors endless entities, almost all 
of which have formed some form of nature-venerating colony or even 
formal aristocratic society. 
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Aanrestabr 

The Planar Nexus. All planes lead here eventually through 
one gate or another. In Zanisztahr, one will find virtually everything 
from spell components, to extraplanar races, gates to other world, 
the brightest of the light and the blackest of the dark. All that exists 


is found in the planar apex. 


Att 


T facorits a Seal 





TC facornrs 

Resembling this Etherian material plane, though set in the 
dark ages and in a state of perpetual autumn night. Here, denizens 
of darkness; werewolves, vampires, the undead, dark fey, demon- 
animated trees and fiendish elementals, phantasms, and truly evil 
warlords are the norm. Thirty-eight black obelisks are scattered 
across the land which each give unspeakable power, though when 
all have been accessed by a single individual, they shall be made 


immortal, unparalleled in power; a being of pure undeath and carnage. 
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AIthafemBor A anar Seaf 





AthafemBor 

The Realm of the Unrestricted Magick. Considerably 
embles most fantasy worlds in literature, 
magick is the norm and individuals are commonly exalted into 
legendary status and power through their associations to their Gods 
or Goddesses, or through their sheer force of inner power. All that 


can be imagined exists here. 


preserved in a state that res 
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esricarn Pfanar Seal 
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Nesricarn 

House of Dead Gods. With a name that applies to both 
the Gods and Goddesses of Death, as well as the final resting place 
of divine entities, Nezricarn is a terrible plane to behold. Its darkly 
neutral landscape, the graves and corpses of dead divine entities litter 
the plane. With a near suicidal urge, the Disciple will travel here in 
order to obtain remnants of both the body of the deceased deity as 
well as to harness aspects of its divinity. Haunted by the shades of 
the deceased as well as of the followers of forgotten and now dead 
divinities, Nezricarn yields a harrowing journey for the Disciple. 
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E ftare ssa 





fanar Seaf 





€ ey fare $6 


The Plane of Pleasure. More intoxicating than any alcohol 
or drug binge, and more satisfying than the most euphoric sexual 
encounter, Eldtaressa is a plane that caters to everyone individually. 
Whatever your taste, the obscure overmind of this plane creates it. 
However, it feeds on your energy and will lull you into a state in 
which you wish to never leave. Come here to fulfill your desires and 
obtain a deeper understanding of your innate power, or even harness 
something that you can use in ritual, but do not allow it to entrap 
you in its snares. 
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Lbrinarxes Pfanar Seal 








LWrinarxes 

The Demon Harbor. Those who seek to obtain the assistance 
of Demons, who wish to transmogrify their souls into something 
demonic, or who wish to procure various nefarious wares only 
available from demonkin shall find Ibrinarxes. All that is demonic 
is within this plane for at its core, their is a breeding field that spews 
forth fiends from the brackish swamps. In them, incubi and succubi 
wander, seeking only to procreate and birth more abysmal horrors 
into the multiverse. That which is carnal, wicked, depraved, and 
despicable takes root within this plane. 
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A phenterro fanar Seal’ 








A phenterro 

The realm of absolute evil and wickedness. In all respects, 
it appears much like an advanced medieval town, but with countless 
spires, castles, and monuments to touch the clouds. These are 
the testaments of the privileged and those who possess immense 
intellect. In the warrens, there lie the corrupt, murderous, diseased, 
and vicious of all sort; mortals, lycanthropes, mages of cancers and 
plagues; thieves, assassins, and more. A syndicate of maleficars 
trade magickal relics and operate a highly successful interplanar slave 
trade. All that one desires can be found here... for a price. 
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Yfanar Seal 








Ssbhelkyree 





Sshefkyree 

The Womb of Worlds. A matriarchal society comprised of 
all mortal and immortal races in the planes. They are part celestial 
and part demonic, though their appearance is something nearly 
elven; fair, soft, delicate, and otherworldly. Their magicks are those 
of creation itself. The power to create anything from nothing and 
to even create new planes and worlds; gates, creatures, races, and so 
forth. This is the very soul of creation and the Disciple who is able 
to mastery it, shall truly be God. 
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Scafs of the An 'Suf-Daernth 


Book Cen. Seals of the An Sul—Daerith 


After my apotheosis was complete and I had realized my immortality 
as a living god in the body of an Awakened Lich, I was joined into the 
Keraktian Coterie by the Buried King Zazazel, Nhilmice, Matrigal, Sirah, 
Mephilure, and a few lesser Lords and Ladies of the Eternal Grave. My gift 
was the Andul-Vaerith. In this otherworldly grimoire, therein was contained 
hundreds of world breaking rituals, soul rending spells, invocations of power 
capable of ending bloodlines in a moment, and the power to conquer worlds. 
In this final book to this grimoire, | give you part of that power. 

It must be understood right now that the Andul-Vaerith is not a 
toy. It is not for the weak-willed or faint of heart. Not only is it capable to 
immense carnage, but if you are unable to make sense of it and possess it 
accordingly, yours will be the first life and soul it claims. Therefore, if you 
are not masterfully executing your rituals and already possessing a powerful 
grasp on your ritual, | suggest that you close this grimoire. Come back to 
it when you are ready. With this cautionary warning given, let us continue 
onto the plane-shattering might of the An ‘dul-Vaerith's sigil magicks. 


Che Charnef Cempf e 


Just as it was important to create the proper atmosphere and sacred 
space conducive to opening planar gateways, it is equally as important to 
create an area aligned perfectly with Keraktes to perform these workings. 
The simplest way to accomplish this is by carrying out your rituals in a 
cemetery, funeral home, morgue, any necropolis, or place of heavy death 
essence. If you can't or are unable to escape into the dead lands, then you 
will need to bring the land of the dead to you. To this end, I cannot suggest 
it enough that you begin to collect everything having to do with death. I'm 
not talking about knives and guns as they aren t strong enough; they bring 
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death, but are not death. Now if you had a bloody dagger used to take a lile, 
or the bullet remnants, then that would work to an extent. 

Take headstones in full or in part, trees, (lowers from graves, the 
dirt and the leaves. Acquire that which is dead. Bones are the caslest to 
acquire and the more human, the better absolutely! The closer It Is to you 
and the deeper it touches you the better as well. As such, I've often seen 
many Necromancers lying in wait until the night following a funeral to casily 
move away the soft dirt to get at the corpse in the ground, Taking anything 
from that point creates a massive rift that allows the death essence to flow 
freely. If youre scared to flirt with the law, then bone collectors and the 
black market human body trade is a close second. For the right amount of 
currency, anyone can be the proud owner of a human body, or at least the 
skull which is the most striking part of the skeleton due to how we perceive 
another s identity. 

Incense and oil is a perfect compliment to this as well as music that 
induces the thought of death such as the many great funeral marches and 
requiems by the equally numerous composers. For others, we remember 
certain songs from funerals we've been to or that we've listened to while going 
to the viewing or the actual interring. Either way, align it with your own style 
and create a little piece of Keraktes. 


Drawing Seal § of the An’Sul-Waerith 

If making a room in your home or on the larger scale, making an 
entire temple a massive monument to death wasn't enough, we come to the 
part of drawing An’dul-Vaerith seals. This very act is an exercise in blood 
magick. Ultimately, the most powerful seals will be drawn in your own 
blood completely. However, some Disciples may feel adverse about this and 
wish to augment their ink supply only. When it comes to adding your own 
blood to black inks or to another blood source, I can only tell you to add 
as much as you can without losing yourself to blood loss. Regardless, there 
vill still be a level of taint in it as it has been diluted by another agent. To 


that, if you're going to add a great volume of blood, you might as well draw 
your own and store it if needed. 
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All seals of the An'dul-Vaerith require blood to become charged and 
activated for use in your rituals, When using blood it often times becomes 
difficult to draw to perfect accuracy, Unless you have plenty of essence to 
use upon your pen or quill, or If you have a pen with a good well loaded, you 
may find this difficulty. When facing this, just do your best. Otherwise, 
draw it as accurately as you would with any other sigil. Remember, perfection 
is required. 


Unleaabin q the Seal’s 

Without requiring any other special treatment, unlocking the power 
and sending it forth from a seal of the An’dul-Vaerith is all in the making 
of the seal itself. Using blood to draw it and as you draw, you focus every 
detail of its use and the end result during this process. Speak it if you wish. 
Allow the energies to swell within you and channel into the tip of your writing 
instrument. This is translated into every line, swirl, and accent to the sigil. 
The following choice is up to you for how you dispatch the seal. With seals 
of the Andul-Vaerith, you have two choices that produce the greatest effects. 
The first is through immolation. You ignite it and set its ashes into the 
air. The second method is that of burying it in a graveyard. Some must 
go face down or face up depending on purpose, but that will be given in its 
description. Lastly, the charnel word is spoken when dispatched. 


Che Price of Dower 

Have you ever heard the saying, There isa price to pay for everything 
you gain?” This is evertrue when one takes on the mantle of a Keraktian 
Necromancer. Even so, with the might of your immortality, there are still 
sacrifices required to obtain even more authority of all that is. 

These sacrifices normally come in the form of physical debilitation. 
Extreme fatigue, weakness, even sickness is commonplace following throwing 
the rites contained in the An’dul-Vaerith. Sometimes, we lose years or age 
quicker. Perhaps, we lose permanent strength in our limbs that we must 
exercise twice as hard to recover, or even develop deformities. Regardless, 
when you play with death, life will be lost. Mental side effects are also 
common among Necromancers, though usually early on in their craft as 
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the twisted energies tend to capture and warp the reality perception or even 
the ability to cope with this new ghastly reality that Disciples of Atrophy 
ultimately lose their bearings. On this grand of a scale, when suffering 
from mental pains due to death essence Overexposure, we can expect mental 
exhaustion, delusions, hallucinations, altered or multiple personalities, 
irrational fears, and much more. These are usually the more dangerous as 
well as amusing to observe in others. On the spiritual end, this is pretty 
narrow. Those who suffer spiritual ailments often find themselves “dead to 
the world”, empty, or outright die; their soul being lost to the Keraktian 
current. Take note of what happens to you so that you can prepare and pace 
yourself; ensuring success without succumbing to such maladies. However, 
the stronger you become and the more fluidly with which you weave the 
death essence, the more natural this whole art becomes, thus lessening the 
probability of contracting some ailment of this sort. 

Remember, if you are not yet able to control high concentrations 
of the death essence, stop now. Otherwise, go forth into the death arts 
mightily. If need be, pathwork via the grimoire Charnel Whispers to learn 
the Keraktian death magicks. 
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Definition 


You unleash a voracious spirit worm into another's soul to 


devour their lifeforce slowly and placing them in agony until death. 
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Charnef Whisper 
Myzkelia (Mihz-kell-ee-uh) 


Unfeashin g the Seaf 


Face down over the grave of one of their relatives. 


ae Pet 
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Definition 
You surround yourself with a powerful aura that drains the 
life from others who come too near and nourish your three bodies. 


Charnef VOhrsper 
Zendokari (Zehn-doo-kah-ree) 


Unfeashing the Seal 


Immolation; scatter the ashes into a wind that you face. 
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Shroud Ò LI nocath 
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Definition 
You cast a shroud upon yourself that bestows a state of undeath 
around you, allowing you to pass through the veil in the flesh. 


Charnel Whroper 


Senemantikala (Sch-neh-mahn-tee-kye-ah) 


Unleashing the Seal’ 


Face down over a makeshift grave for yourself within a graveyard. 
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Porsoned Wel of Life 











Definition 


You unleash a powerful wave of death essence into a water 


supply, damning all who drink it to death and possibly undeath. 


Charnef? Whisper 


Laenamorgai (Lay-en-ah-mour-gye) 


Unfeashing the Seal 


Immolate; scatter the ashes into the water. 
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Blood Z Soul of F ire 








Definition 
You unleash a horrible curse of combustion within an 
individual; burning their flesh and soul to nothingness. 


Charnel Whisper 
Fankarenak (Fahn-karr-ehn-ahk) 


Unf eashin g the Seaf 


Immolation with a picture or effigy of the cursed foe. 
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Healing Reversal 


aj H 











Definition 
You target one who already ails; all that they heal, the more 
they suffer through a vicious hex to taint the life-giving essence. 


Charnef Whisper 


Bizoloumaer (Bih-zoh-loo-may er) 


Unfeashin g the Seaf 


Bury face down over the grave of one who dies of a physical or 
mental illness. 


43 


R efurn From the Grave 








ü 
Definition 


You open the gates of Keraktes and reanimate the corpse of 
the deceased into the death essence-infused zombie. 


Charne? Whisper 
Zanomamorgoth (Zah-nah-may-mor-gah th) 


Unfeashin g the Seaf 
Place within the mouth of the corpse and bury. Allow to fester 
as long as needed to animate the cadaver. 
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T ransmute 2] ndead C braff 









Definition 


You augment the risen zombie with the death essence into 
something more powerful and necrotically evolved. 


Charnel Whisper 
Anduriszymorkai (Ahn-dour-ee-zhih-morr-kye) 


Unfeashing the Seaf 
Envision what you wish the undead being to become and place 


the sigil in place of its heart or engrave it into its forehead, chest, or back. 
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A spect of the Lich: Immortal’ Soul 








Definition 


You invoke a powerful surge of death essence from Zazazel; thus 
granting yourself the ability to possess new bodies when each body dies. 


Charnef Whisper 
Azoulamykaertii (Ah-zoo-lah-mih-kay er-tee) 


Unfeashing the Seal 


Place the seal within a box filled with your own vital fluids, hair, nails, 
and other personal effects of deep meaning to you and bury in a makeshift grave. 
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WVantfe of the Death fog 
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Definition 


You unleash a shroud around yourself of Keraktian death fog which 
renders you invisible to all and snuffs the life from all within its aura. 









- 


Charnef Whisper 
M rith-V kyr (Mer-ih’th-Vuh-kay'er) 


Unfeashing the Seaf 
On a foggy morning before dawn, bury the sigil in either 


Position over the grave of a child no more than a day old. 
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Obostwalk 
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Definition 


You unleash a powerful aura upon yourself that allows you to 
leave your body and walk among the spirits. 


Charnef Whisper 
Ssarsinarak (S’sar-sih’n-uh-rahk) 


Unfeashing the Seaf 


Immolate the seal and rub the ashes upon your pillow; sleep on 
it the first night to infuse it into yourself. 
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Domination Gaze 








Definition 


You invoke the vampir s powerful ability to gaze upon another 
and completely dominate their mind, body, and soul. 


Charnef Whisper 
Isulra (Ih-sool-rah) 


Unfeashin g the Seaf 
Immolate and mix the ashes as a fine powder into water and anoint 
your eyes. Warning: can cause blindness without death essence mastery. 
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Summon Kemktan Death VOouth Le qion 
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Definition 


You throw open the gates of the grave and call forth a mighty 
legion of dreaded Keraktian Wraiths to do your bidding. 


Charnef Whisper 
Vandaelnykormniek (Vahn-day el-nee-korm-nee-ehk) 


Unleashing the Seal 


Bury face down as close to the corpse as possible upon the 
grave of a murderer. 
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Empower Deathless Wody 





Definition 


This can be used upon yourself or an undead servant of yours 


to empower all of its supernatural faculties. 


Charne? Whisper 
Vikaranos (Vih-kah-reh-nosh) 


Unf eashin g the Seal 


Immolate. 
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Qlecrosis 











Definition 


You unleash a horrid curse that rots and atrophies your target 
until the point of death. 


Charnef Whisper 
Solus (Soh-loo zh) 


Unfeashin g the Seaf 


Immolate and bury in a makeshift grave dedicated to your foe, 
or face down over a grave of one of their relatives. 
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Definition 


Taking Imordicoth’s scythe, the you sever the silver cord of an 
enemy and reanimates the body as an undead thrall in perpetual repose. 


Charnef Whisper 
Zentorimak (Zeh’n-toor-ih-mah k) 


Unfeashing the Seal 
Tear in half and bury back to back within a makeshift grave 


dedicated to your immortal being. 
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Daye ight “Barrier 
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Definition 


You become one with the Keraktian energy flow to become 
immune to illness and disease of all sorts regardless of their origin. 


Charnef Whisper 


Tar nziat (Taer-ehn-zee-ah t) 


Unfeashin q the Seal 


Place within a box that contains personal effects including 
blood, hair, nails, and more and bury at a crossroads. 
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Black Death 





Definition 


You unleash a magickal plague into an area. The plague 
ravages for thirty-six days and effects approximately a ten mile radius. 


Charnef Whisper 
Akanriad (Ah-kah’n-ree-ah‘d) 


Unfeashin g the Seaf 


Bury face up at the center-most point of the area you wish to 
unleash your curse of the black death upon. 
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YVecrotie Revival 





Definition 


Reawakens and regenerates undead beings that have been 
destroyed, banished, or in some other way cast out of Etheris. 


Charnef Whisper 
Amundalae (Ah-moo'n-dah-laye) 


Unf eashin g the Seaf 
Immolate; rub the ashes in a powder upon the undead you re 
reviving or scatter the ashes throughout a place of immense death. 
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S ke fe taf R u pture 











Definition 
By directing the death essence en mass, this hex causes bones 
to contort and deform within the body of his or her enemy. 


Charnef? Whisper 
Cazzarkaen (Kah-zahr-kay'n) 


Unfeashin g the Seaf 
Tie a picture or effigy of your enemy to the seal and burn them in a 
ritual fire; burn with cypress and a whole, blood-anointed mandrake root. 
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WMMetherworfd NN antte 





Definition 
You create an energy signature which compels evil spirits to 
follow. This can be directed for yourself or to torment an enemy. 


Charnef Whisper 
Nakazromein (Nah-kahsh-roh-mihn) 


Unk eashin g the Seaf 


Immolate. If targeting an enemy, tie a picture or effigy of your 
enemy to the seal and burn together. Scatter the ashes to the four winds. 
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Death 5 fague 








Definition 


You release a curse of contractible necrosis upon your enemy 
and all that he or she speaks to, touches, thinks of, and so forth. 


Charnef Whisper 
Mandaraga (Mahn-dah-roo-gah) 


U nf eashin g the Seaf 


Bury face up along a path that your enemy will cross. 
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Definition 


You unleash a hex that does not physically harm your enemy, 
though the soul is punished beyond measure and ultimately destroyed. 


Charnef VOhisper 
Fakuronos (Fah-koo-roh-nohss) 


Unfeashin q the Seal 


Immolate as you focus your hatred upon your enemy. 
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Fatal OBsession 





Definition 
You afflict an individual with an obsession that will lead to 
their demise. The threads of fate create the perfect snares. 


Charnef Whisper 
Sazensarik (Sah-zeh’n-sah-reich) 


Unfeashing the Seal 


Tie the sigil around something that symbolizes one of your 
Own vices and obsessions and immolate together. Bury the ashes. 


455 








Definition 


You enter the soul of another whereby their memories, actions, 
motives, needs, and all facets of their being is realigned according to your will. 


Charnef Whisper 
Ansul’ mryorketh (Ahn-sool-mer-ee-ohr-keh th) 


Unfeashin g the Seaf 


Tie the seal to an effigy aligned with the individual. The effigy must 
have their personal effects attached to it. Bury in a graveyard face down. 
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VWMecrotic Termination 





Definition 


You unleash plagues, raise the undead in hordes, drain the life 
essence of all living matter, and open several sinkholes in the area. 


Charne? Whisper 
Kandulamrath (Kaah’n-dool-ahm-rah th) 


Unfeashin q the Seal | 
Immolate and grind the ashes into a fine powder which is then mixed with 


thirteen drops of blood and then you draw a crescent moon upon your third eye. 
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R eraktian € nerwation 





Definition 
You invoke the power of Death; all that you contact with bare 
skin will surrender their soul unto your possession; killing them instantly. 


Charnef Whisper 


Zezenurazjiya (Zeh-zehn-nur-ah-zh jee-ah) 


Unf eashin g the Seal 


Immolate and rub the ashes into the skin of your hands. 
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Profane Eruption 
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Definition 


You unleash a powerful blast of energy in a fifty foot radius 
which sucks the life out of every living thing and withers organic matter. 


Charnef Whisper 


Amrendataemorii (Ahm-rehn-dah-tay-mort-ee) 


Unfeashing the Seal 
Immolate at the point the burst. It will take effect upon being 


burned. Allow the ashes to scatter into the wind as it burns. 
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Awakening of the Lich 
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Definition 
You utilize a blood sigil to kick start your transfiguration 
into a Lich; a powerful immortal, undead Necromancer. 


Charne? Whisper 
Andunykaervni (Ahn-doo-nih-kay’er'v-nee) 


Unfeashin q the Seaf 


Immolate and grind into a powder. Mix with a powerful spirit 
and add thirteen drops of blood. Consume. 
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Death Wantle of p anar Desecration 
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Def inition 
You call forth a mighty shroud of death energy to surround you 
which extends into all planes for you to draw augmented planar death essences. 


Charnef Whisper 


Mizenmikorentni (Mih-zehn-mee-kor-ehnt-nee) 
Unfeashing the Seaf 


Immolate this seal along with both a seal of the Black Gate 
Grand Arch as well as Keraktes and bury the ashes at a crossroads. 
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Ghost Dortex 





Definition 


You open a mile-wide vortex into both Keraktes and Ghasitaer, 
allowing the spirits to enter Etheris freely and the dead to rise. 


Charnef? Whisper 


Andourimakaznii (Ahn-door-ee-mah-kahz-nee) 


Unf eashin g the Seaf 
Bury in a place of death facing upward. 
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€radication of Genesis 





Definition 
You unleash a curse that utterly destroys not only your enemy, 
but the entire bloodline, thus ending the family line. 


Charnef Whisper 
Endarae’ mazhoul (En-dah-ray-mah-zhool) 


Unfeashin q the Seaf 
Place the seal within a box along with personal effects taken from the 
‘arget as well as a written declaration of damnation and effigy. Bury in a cemetery. 
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Abandoned fo €ternity 
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Definition 
You unleash a reality-warping curse that erases the name and 
memory of an individual from all who have ever or will know the foe. 


Charnef? Whisper 


Sentormae (Seh’n-tor-may) 


Unfeashing the Seal 
Place this seal along with a picture of the individual within a 
holy tome or something personal to them and immolate. 
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Grote sque 5 ate hwork 





Definition 


You craft a golem from the remnants of various cadavers and 
animate it according to your will. 


Charnef Whisper 
Entelometh (En-tell-oh-meh th) 


Unf. eashin g the Seal 


Draw the seal upon heavy fabric and sew into the chest of the golem 
before channeling the death essence and speaking the charnel whisper. 
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Grand Curse of Souf €xecration 








Definition 
You set loose a terrible curse that causes the individual to 
continually be reborn into a life of torment, hardship, and suffering. 


Charnef Whisper 
Sodanomrae (Soh-dah-nohm-ray) 


Unfeashing the Seaf 
Make a makeshift grave for the individual and bury the seal 


face up. When they die, do this once more face down on their grave. 
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Human Skul 4 Death Curse 





Definition 


You infuse a human skull with the terrible power of death and 
carnage. When unleashed, the skull erupts into a crush hex. 


Charnef Whisper 
Daelakomariitae (Day-lah-koh-mah-ree-tay) 


Unfeashin g the Seaf 
You shall draw this seal upon a human skull. When you wish to 
unleash it, throw the skull against your target and enjoy the destruction. 
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Rotting fo the Bone 
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Definition 
You set an enervating wave of death essence into an area, 
swiftly rotting all within to dessicated husks. 


Charnef Whisper 
Belashaeba (Bay-ell-ah-shay-bah) 


Unfeashin g the Seaf 


Crush the seal in your fist then immolate. Throw the burning 
seal into the area you wish to effect. 
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Rain of the oo Cre scent 








Definition 
You unleash the pure ferocity of Maergzjirah; delivering the essence 
of the Thirteen Blighted Lords influence unto you as you would desire. 


Charnef Whisper 


Tasaenymorae (Tah-say-nih-mor-ay) 
Unfeashing the Seaf 


Perform on a waning crescent. Immolate as you focus on your 


wishes from the Thirteen Blighted Lords. 
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Che Horror Chat Stalks in Darkness 











Definition 
You call forth an unspeakable death demon to haunt your 
foes for eternity; slaying them and consuming their souls for you. 


Charnef Whisper 
Menzhae’korae-Vikarnath (Mehn-zhay-kor-ay-Vih-kor-nah th) 


Unfeashing the Seal 


Immolate at the crossroads on a new moon and scatter the 
ashes to the four winds. 
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Revenant f Curse 
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Definition 
You send out a call to any spirit wishing to redeem itself in Keraktes 
which shall come forth to assassinate anyone whom you ve marked. 


Charnef Whisper 


Szenamarkov (Zhen-ah-mar-kahv) 


Unfeashin q the Seal 


Bury face down in the center of any necropolis. 
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Pact of Return 
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Definition 
You specify a means of your own demise and upon it coming 
true, you are instantly revived and transported back to your sanctuary. 


Charnef Whisper 
Mazaniir (Maah-zah-neer) 


Unfeashin g the Seaf 
Specify verbally and/or mentally as you mark the seal and then 


immolate the seal. 
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Second Death 
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Definition 
You quickly call forth the first and second death's of an 
individual: thus destroying the soul completely. 


Charnef Whisper 
Aviitikar (Ah-veet-ih-kar) 


Unfeashin g the Seaf 


After drawing the seal, write the person's name in blood across 
the Sigil and immolate or bury face down in a cemetery. 
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Souf aaa 








Definition 
You bind an individual's soul to a crystal or other vessel and 
keep it trapped within forever. 


Charnef Whisper 


Borakteusmortia (Boh-rahk-toos-moor-tee-ah) 


Unfeashin g the Seaf 
The seal must be drawn twice. One shall be placed within or 
around the vessel. Write the person's name on the other and immolate. 
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Dife ai iction 





Definition 
You unleash a vile affliction to ravage your enemy. In less than 
one moon cycle, they shall become savage, destroying self and others. 


Charnef Whisper 


Sesendakoumarae (Seh-sen-dah-koo-mah-ray) 
Unfeashing the Seal 


On a new or full moon, mark the seal and write the person's name 
across the seal. Bury it face down over the grave of a holy man or woman. 


Als 


Cal [ to the rave 
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Definition 


You unleash waves of necrotic energy that taps into the death essence 


of Keraktes, thus heavily bolstering all works of black magick and necromancy. 


Charnef Whi Sper 


Atalaroumendes (Ah-tah-lah-roo-mehn-dees) 


Unfeashing the Seaf 


Immolate. 
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Eternal Darkness of Reraktes 
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Definition 
You cast your world into a state of perpetual darkness; cutting 
off the divine energy flow from celestial and holy immortals. 


Charnef Whisper 
Nyxoxzes (Nih-zoks-zees) 


Unf eashin g the Seaf 


Make five seals and place them at the five points of an inverted star within 
a necropolis. Burn all within holes dug at least five feet deep over five graves. 
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Dark Invocation of the Dam pir 
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Definition 


You invoke the perfect essence of the legendary Vampir of 
Keraktes; becoming a perfect embodiment of the blood fiends. 


Charnef Whisper 


Azamenta courae (Ah-zah-men-tah-koo-ray) 


Unf eashin g the Seal 


Immolate within a circle of blood at night. 
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Curse of the Zombie 








Definition 


You damn a dying person to rise as a zombie the night 
following their death. 


Charne? Whisper 
Zolasvyriikartae (Zoh-lahs-veer-ee-kar-tay) 


Unleashin g the Seaf 
As the person is dying, or after they ve been laid in their coffin, 
place this seal within their mouth and leave it to infuse the corpse. 
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Dark Differ q 





Definition 


You sacrifice the life of any other living being in order to 
obtain a godly infusion of power permanently imbued into your soul. 


Charnef Whisper 
Kaliashendii (Kah-lee-ah-shen-dee) 


Unf eashin g the Seaf 


Hold the seal over the sacrifice and perform the killing stroke 
through the seal and into your sacrifice as you speak the charnel whisper. 
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Def inition 
You throw forth the gates of Keraktes, killing offthe living vegetation 
and poisoning its otherwise healthy fruits with a lethal supernatural toxin. 


Charnef Whisper 


Baelavormaneti (Bay-luh-vor-mehn-tee) 


Unfeashin g the Seaf 
Immolate the seal and throw the ashes into the winds at twilight 
over the fields you wish to afflict. 
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Black Storm 
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Definition 
You unleash the power to destroy all life in an entire plane 
and raise all deceased beings into service under your command. 


Charnef Whisper 
Araskriat (Ah-rah'ss’k-ree-ah't) 


Unfeashin g the Seaf 
Perform this during the Infernal Hour. Draw the seal in blood 


upon the ground. Antimyr shall come forth to assist its casting. 
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Pr anar Coff apse 
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Definition 


You send forth such a powerful surge of death essence that 
you completely collapse a plane and remove it from cosmic existence. 


Charnef Whisper 
Mindoriiosae (Min-doh-ree-oh-say) 


Unfeashin g the Seaf 
Immolate, allowing the seal to burn in your palm. Note: if it 
burns your flesh, your command is not strong enough to execute this. 
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Definition 
You cast down a God or Goddess from its throne and 
destroy its immortal essence, taking it for yourself, 


Charnef Whisper 
Vormirith (Voor-may’er-ee-th) Sikrina (Sye-krih-nah) 


Unf eashin g the Seaf 


After drawing the seal, write the name of the deity upon the seal 
in blood and then immolate the seal. 
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Definition 


You open the unclosable maw of the Eternal Grave wide; creating 
a vortex miles wide that kills all living things and spews forth undeath. 


Charne? Whisper 
Obelet-mykara (Oh-buh-let-mye-kah-rah) 


Unfeashin g the Seaf 
Bury at the center of the area you wish to afflict. 
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Ylecromantıc Reanimation 





Definition 
You return any dead being to a state of living death; undead, 
but only able to obey you and retain the knowledge you give it. 


Charnef Whisper 
Inzoultakara (Ihn-zhool-tah-kah-rah) 


Unf eashin g the Seaf 


Burn the seal while it is in the clenched fist or mouth of the 
dead being you wish to reanimate. 
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Awakening of Flesh z Bone 








Definition 
You follow your reanimation with this casting which bestows the 
corpse's mortal memories as well as the eternal command of Keraktes. 


Charnef Whisper 
Melendousa (Meh-lehn-doo-sah) 


Unfeashin g the Seaf 


Lay the seal face down against the flesh of the reanimated 
corpse and allow the energy to siphon out completely. 
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Beyond the Si git 


C pifogue. Beyond the Sigil 


After this long quest into Maergzjiran sigil magick, | ask sincerely, 
what have you learned? How has it changed your life? In what ways has 
your craft been evolved? Working intimately with these seals, having them 
manipulate some aspect of your world, it would be impossible if anything 
were truly ever the same. 

Do you see more now beyond the sigil? Does each line tell its own 
tale? Does every accent to every line make a new statement? When you 
hold a sigil before you, do you no longer simply see the sigil or do you feel 
it with all of your senses? Can you smell the burning parchment? Can you 
hear the spirits from beyond calling back to you through the darkness? Do 
you feel the crackling energies ripple from your fingertips and surge down 
your spine? Can you taste the cold atmosphere on your tongue? | hope you 
can by now say ‘yes’ to these questions. 

Take my words and these seals and hold them close in your heart 
and soul. You may wonder why these are so treasured over others beyond 
the covers of this tome. It is because, if you are anything like me, your life 
has been darkened by the overcast of an enemy possessing millions of faces; 
one that never seems to relent, muchless die. These sigil may come to save 
all that you hold dear and preserve you until the end. They will cleave the 
path for you to escape into worlds beyond our own. You will gaze upon the 


seal and walk beyond the gateway of the sigil. 
Hail the God Within! 
- Bomnus Nnutimyr 0g ne 


Ascended Grandmaster of the Maergzjiran Cabal 
Grand Necromancer of the Tower of Atrophy 
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Profane Seals presents to you a new series of rituals and techniques 
focused around the utilization of sigils for nearly every purpose 
imaginable. Each book of the grimoire discusses new outlets for 
calling forth Demons, Fallen Angels, Spirits, Draclith, Ancient 
Spirits, the Old Spirits, Draconic Gods, the Undead, familiars, 
servitors, and personal attending demonic spirits; firing off godly 
powers of light, dark, and all things in between: healing to causing 
death, invoking supernatural powers, opening planar gateways, 
contacting spirits, seals of necromantic might, possession, abysmal 
and carnal magicks, and much more. With literally hundreds of 
sigils and their individuals uses explained alongside the magickal 
techniques for unleashing the powers of the seals, you have an 

amazingly potent book of magick now in your hands. 
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